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Other heroes have swords, chainsaws, and vaporizers to deal with their monstrous enemies. In Oddworld, 
all you've got is gas. Abe now has the ability to possess his own farts and blow his enemies away! It's a power 
he's going to need if he’s going to stop the Glukkon Meat Barons from making Soulstorm Brew - the only beverage 
made from real Mudokon tears and bones. Fart possession. | 
other game would want it! 
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Loving and hating the future by Steve Bauman 


here have been a number of high-quality games released this year (really), but it seems 

that the hardcore gamers—those who like to say “graphics don’t matter, it’s all about 

gameplay”—are less satisfied than ever. They wonder whether the core gameplay in 
today’s game is any better than those from a decade ago, and they spend time wondering 
where all of the extra processing power of a Pentium II system is going, because it surely isn’t 
being utilized by advanced computer opponents or more complex game systems. In other 

ou words, their expectations, fed in part by their expensive and fast computers, aren't being met 

by the current batch of games. 

Meanwhile, there’s a new gamer in town, one who fully embraces the technology of gam- 
ee ing. These sorts of people, we'll call them “technology gamers” (referred to in past editorials 

| as “hardware elitists”), are passionate about gaming, but their passion is directed at hardware 
instead of gameplay. While they pay lip service to the importance of gameplay, and may 
occasionally fire up a 2D game like Diablo just for fun, the reality is they're just as interested in 
running a game at 1024x768 at 50 frames-per-second as they are in learning the ins-and-outs 
of a complex game system. 

There’s nothing wrong with embracing hardware. Even the most jaded gamer can be 
impressed by the latest 3D accelerated wonder. But are the technology gamers really happy? 
Their expectations for games may be entirely different from hardcore gamers’, but the source 
of their apathy is not. They too expect more than the current batch of games deliver. They 
feel that the game companies should push their specific hardware to the limit, delivering a 
game experience equal to the marketing claims of the hardware companies. Hardware propa- 
ganda talks a lot about benchmarks and how cards deliver superior gameplay experiences 
because they have whatever super technology their competitor doesn’t have. This is ultimate- 
ly meaningless if no one takes advantage of it, or it turned out to be a useless feature in the 
first place. 

The interest in flash tends to drown out the merits of solid core gameplay, and it seems the 
more general audience, one whose numbers probably exceed both the hardcore and tech- 
nology gamers’, is unable to differentiate between the two. This is a disturbing trend, because 
both hardcore and technology gamers understand that the future of gaming lies in a merger 
between the two extremes. 

For the short-term, the industry’s insistence on focusing on technology is driving a surpris- 
ingly high number of people from gaming. If you have the money for the latest 3D accelera- 
tors or Pentium Il processors, you're in nirvana running the latest and greatest accelerated 
games. But what about the people who've just purchased an expensive system and find that 
it has last year’s model 3D card that doesn’t work with the latest software? Are they really 
going to be excited about the prospect of plunking down another hundred bucks just to get 
higher-quality colored lighting and lens flare at a higher resolution? Have we lost a possible 
gamer to the upgrade cycle that the folks with the hardware Jones seem to feel everyone 
should be enslaved to? 

We here on the magazine staff are the first to admit we’re trapped somewhere in the mid- 
dle of the two ends of the gaming spectrum. On the one hand, we rip the wrapper off the 
newest 3D accelerators, plug ‘em in, benchmark them and write articles extolling their virtues. 
We're the first to ooh and ahh the latest 3D accelerated wonder, max out the resolutions and 
detail levels to see what sort of framerate a game will deliver. However, we all gravitate back 
to the same “gameplay-first” games when playing on our own time, because we know all-too- 
well that flash doesn’t wear well in the long-term. 

Since this is the last issue of 1998, here’s the bold prediction for the future: There may actu- 
ally be a few games in 1999 that manage to merge the technological flash that was all the 
rage in 1998 with solid, core gameplay hardcore gamers desire. You want names? When we 
actually see something that looks that promising, you'll be the first to know. 


22 COMPUTER GAMES 


RATING PENDING i 


Visit wawwesrb.org or call 
1-800-771-3772 for more info 


CONTENT RATED BY 
ESRB — 


| 


© lelglemeieicem 


anis game. 


fi 


tered trademark andie@@ 
rably during the making @f 


is a regi 
ono 


A 
£ 


gons died h 


1D 


gohts Reserved. MickoProse 


~J 


holders. Many KI! 


i 
ive 


property of their respect 


'% 67998 Paramount Pictures. All R 


<S are the 


THE Next GENERA 


or its affiliated companies. All other trademar 


hts reserved. STAR TREK 


rig 
nc. 


inc. All 


Prose, 
icroProse, | 


©1998 Mi 
trademark of M 


WOABUTTTT 


Ry 


my 


oo% 


VraAcom 


* 
® 


eomerpany 


= 


So 
ee 


i Available on PC CD-ROM. Visit your local retailer 


or call 1-800-695-GAME, day or night, U.S. and Canada. 


#, 


Inc bloody world of distrust and violence, only the most brutal will survive. 
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Andorians and even other Klingons. Overpower intelligent enemies who adapt to your a 
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assaults, including fiendish TarChops and Ro'peDs. Take on Deathmatch and multiplayer 


challenges created by the Internet's top level designers. 
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Introducing Microsoft’ 
Combat Flight Simulator. 


With the same stunningly realistic flying 
experience Flight Simulator is known for, 
only this time it’s the 1940's and there’s 
a war on. Join the Allied or Axis forces, 
choose your fighter, and fly missions in the 
Battle of Britain and the Battle over Europe. 
But don’t expect a sight-seeing trip. 
Sure, the Eiffel Tower, Royal Albert Hall 
and other historically accurate landmarks 
are there in heart-stopping 3-D graphics. 
Unfortunately, with black smoke pouring 


through the shattered cockpit of your 
P-47D you won't see much. 

And if that isn’t thrilling enough, bring 
in thousands of planes from the Internet and 
engage in deadly dogfights over scenery 
imported from Microsoft Flight Simulator. 

That's not all. Combat Flight Simulator also 
supports multiplayer and force feedback 
technology. So when sea pull G's attacking 
the enemy, and the engine of your Spitfire 
cuts out, you'll know just how it feels. 

After all, nothing beats the feeling of 
flying a historic WWII fighter. Except, of 
course, filling it full of lead and watching it 
plummet pitifully to the ground. Collect your 
orders and find out how Microsoft Flight 
Simulator owners can get a $10 rebate at 


www.microsoft.com/games/combatfs 
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Zoned out 


Living (if not eating) in the Internet Gaming Zone by André Vrignaud 


recently had a chance to speak with Todd 

Stevens, Marketing Manager of Microsoft's 

“The Zone” (formerly known as the Internet 
Gaming Zone). I've never really had a chance to 
examine The Zone in detail for this column, 
and | wanted to take a moment and pass along 
some of the things we discussed. 

One of the more interesting things we talked 
about was a recent press release which stated 
that The Zone had surpassed two million regis- 
tered members, and that it was also supporting 
more than 16,000 simultaneous users at peak 
times. Now, as regular readers of this column 
know, I’m not a fan of straight registration num- 
bers since they're generally meaningless. Most 
services (if not all) count every user who has 
ever registered for an account for any reason, 
even if they played for five minutes and never 
returned again. In addition, the services also 
over-count users who have multiple accounts 
(opened so the user could have different aliases, 
or perhaps to hide behind a new identity). 

That said, | found the statement that The 
Zone was supporting 16,000 simultaneous users 
quite intriguing. Ignoring for a moment the 
question of how simultaneous is being counted 
(people in chat rooms? Every game currently 
being played?), we do come out with one 
inescapable fact—the Zone has a /ot of people 
online, especially at peak times. And having 
that many people online makes it a lot easier to 
find someone to play supported titles with. Of 
course, that’s been the traditional “rub” with 
The Zone, in that you could only play titles that 
were supported... and unfortunately, the Zone 
has never supported a great number of the 
more latency-sensitive titles (examples being 
games such as Duke Nukem, Quake, Unreal, etc.) 

We also discussed one of the areas The Zone 
has always been strong in, namely large-scale, 
online-only titles. Past games included the 
World War Il Air Combat Simulator Fighter Ace 
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and UltraCorps, a galactic-scale 
turn-based strategy game. 
Recently, The Zone has expanded 
their line-up by supporting Sony’s 
3D tank warfare title Tanarus, and 
rumors exist of Microsoft also hav- 

ing plans to support the upcom- “Fiataed inte 
ing EverQuest. I'm somewhat bene ining 
doubtful that this large-scale 
online role-playing game of 
Sony’s would ever be supported 
since it would be direct competi- 
tion to Microsoft’s Asheron’s Call, 
but who knows? 

Other titles soon to be added 
to The Zone include the Age of 
Empires expansion, The Rise of 
Rome; Tom Clancy's Rainbow Six; 
the upcoming multiplayer version 
of Civilization Il from MicroProse; and my per- 
sonal upcoming favorite, Axis & Allies from 
Hasbro. (In fact, I’m off to play the game as 
soon as I’m done with this column, so if you 
don’t hear from me next month....) 

All in all, I'm quite intrigued to see the direc- 
tion The Zone has taken over the past year, and 
| look forward to seeing it continue to evolve. 
Many of their earlier interface issues have been 
resolved with some streamlining, and the 
installation time seems to have been consider- 
ably lessened. There are weak points, of course. 
For one, as mentioned earlier, you cannot play 
many latency-sensitive games for the simple 
reason that they're not supported. And of the 
titles that are supported, you often cannot play 
without using the DWANGO link. (DWANGO is 
a dial-up network that bypasses the Internet 
entirely to reduce the time it takes to send 
information from one host to another. 
Although a very effec- 
tive solution, you do 
have to pay addition- 
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The Zone’s new interface is a great improvement over ear- 
lier versions. Of particular note is the real-time display of 
the number of people playing different games, making it 
easy to home in on people to play with 


al dial-up charges to use the network, which 
goes against the grain of most ‘net gamers.) 

However, what The Zone does, it does well. 
I'd find it difficult to point to another online 
gaming service that makes it as easy to play a 
large number of titles over the net for free. And | 
also have to give significant kudos to Microsoft 
for creating a destination that draws so many 
gamers to one place—at the same time. One of 
the largest problems online gamers face is find- 
ing people to play with in the first place, and 
having over 16,000 users online at The Zone 
during peak hours mitigates that problem some- 
what. Of course, | do have concerns about the 
pervasive tendency Microsoft has of dominating 
areas it finds of interest, and I'd be lying if | said | 
didn’t wish someone else had been able to 
achieve what Microsoft has with The Zone. That 
said, though, no one else has, so take The Zone 
for what it's worth and play on! = 


dungeons, right? 
lightning." 


Also new to The Zone is a ranking system, allowing you to objectively 
compare yourself against the competition. This is particularly interest- 
ing since the ranking is free, which is a change from many other ser- 
vices which charge you for the privilege 
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Asheron’s Call is Microsoft’s answer to large-scale online RPGs such as 
Ultima Online. Although less flashy graphically than Sony's EverQuest, 
Microsoft hopes to appeal to the hardcore role-players out there—if 
they can ever get the game finished 
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Son of “The List” 


Real-time and 3D in 
strategy & wargaming 
by Scott Udell 


32 


From the classically RTS Total Annihilation: Kingdoms... 
...to the very different “sorta RTS” wargame Napoleon 1813 


affectionately referred to as “The List,” a “Clone & Conquer roll call” 

of real-time strategy games. | created The List to highlight the 
hordes of Command & Conquer-like games that were planned at that 
time; in the issue The List was some 48 games long, but after that year’s 
Electronic Entertainment Expo it grew to nearly 70 titles, and I’m sure 
there were some that | missed. | kept up The List for a while, and have 
had a version up on my wall. Recently Bob Mayer pointed out that The 
List was looking rather dated, and we went over it, crossing off most of 
the titles as either released or canceled. 

That little exercise got me to thinking; | know there’s been maybe 
one big real-time strategy (RTS) game released so far this year, and that’s 
StarCraft. Other highly anticipated titles have tanked, while many await 
the Christmas release season. After seeing the many 3D-based strategy 
and wargames on the horizon, | realized we strategy gamers are facing a 
dual buzzword trend in the games that are coming out, and decided to 
go over my notes and scan the web to create an updated List—Son of 
List, if you will—to see where we stand today. 

Before you look over Son of List, keep a couple of things in mind. The 
term RTS has come to mean a very specific kind of game: one where 
you build a base, collect resources, develop units, and basically swarm 
your enemy with them. However, plenty of games are “real-time” (or 
“continuous-time”—they either have adjustable clocks or run continu- 
ously at a rate slower or, more likely, faster than a real clock) that don’t 
fit the RTS mold; these games I’ve identified with an “S” for “sort of’ real 
time. Some are quite close to the RTS style of game; these almost always 
include heavy combat elements but may not have the “feel” common to 
standard RTS games; Myth II, Populous 3, and Dungeon Keeper 2 are 
examples of this sort. Others are real-time but quite far from the RTS 
style of gameplay; SimCity 3000 and Gangsters are perfect examples. 
Some, like Uprising 2 and Golgotha may contain heavy arcade/action 
elements, while the wargames are probably the furthest from the RTS 
style of gameplay. No matter what, if you’re tired of the usual RTS game, 
you might keep an eye out on the games with an S as they’re your best 
chance for something with a different feel. 

You'll also notice quite a few games with 3D; most are real-time of 
some sort (the only turn-based games with 3D are Big Time’s Combat 
Mission and SSI's Panzer General Ill, and I'm not positive Panzer General III 
will be turn-based; it’s so early in the game’s development that SSI isn’t 
talking details at all). Going over Son of List, | count 30 games that can 
pretty certainly be classed as RTS games (interestingly, only 12 of them 
are 3D), and 31 games that can be considered “sort of’ RTS (19 of those 
are 3D). I'm sure | don’t have every game on Son of List that should be 
there (some rumored ones | didn’t bother to include), and some may 
change (for example, who knows what form the recently delayed Star 
Wars: Force Commander will eventually take?). 

Whether you like it or not, it’s pretty clear that neither real-time nor 
3D are just fads or copy-cat “me-too” trends in strategy and wargaming, 
but are instead firmly entrenched in the business. Does this mean that 
turn-based 2D strategy/wargaming is dead? Of course not; while fewer 
in number than the real-time 3D games, there are enough that they 
would form their own List. It does mean, however, that we have a recog- 
nizable new sub-genre (if not several), and Son of List is more a tool for 
tracking the growth of that new grouping than it is the condemnation 
of unoriginality that its father was. w 
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Game Name 


Age of Empires ll: The Age of Kings 
Al: Alien Intelligence 

Ancient Conquest 

Armada: Star Command 2 

Black & White 

Braveheart 

Caesar Ill 

Close Combat Ill 

Combat Mission 


Command & Conquer: Tiberian Sun 


Conflict of Nations 


Dark Reign II 

Dawn of War 

Dead or Alive 
Dominant Species 
Duel: The Mage Wars 
Dune 2000 

Dungeon Keeper 2 
Eldorado 

Empire Earth 

Empire of the Ants 
Enemy Infestation 
Extreme Warfare 
Fading Suns: Starship Diplomacy 
Fighting Steel 

Fleet Commander 
Gangsters 

Global Domination 
Golgotha 

Harpoon4 

Hidden and Dangerous 
Homeworld 
Kingdoms 

KKND 2: Krossfire 


Knights & Merchants 


Machines 
MechCommander 2 
Myth Il: Soulblighter 
Panzer General III 
Populous: The Beginning 
Riverworld 

Road to Moscow 

Robo Rumble 


Saga: Rage of the Vikings | 


Settlers fil, The 

Seven Kingdoms II 

Shadow Company | 

SimCity 3000 

Star Trek: New Worlds 
Star Trek: Starfleet Command 
Star Wars: Force Commander 
Submarine Titans 


Terra Victus 


Theocracy 
Third World 
Tides of War 


Total Annhilation: Kingdoms 


Total Annihilation |} 


Uprising 2 


War of the Worlds 


-Wargamer: Napoleon 1813 


Wartorn 
Warzone 2100 


* = “sort of” 
? = Uncertain 
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Sega Entertainment 
Activision 

Virgin Interactive 
Metropolis Digital 
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~ Microids 


Ripcord 
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Jane's 

Eidos 
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CrackdotCom ts 


: Sierra Studios. owns 


Ripcord/Cyberlore 
EA/Beam Software — 
Interactive Magic 
Acclaim. 


Bungie 
SSI 
Bullfrog 
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Interactive Magic 


Interactive Magic 


Cryo 
Blue Byte 


nesaive Magic 


active Magic 
Maxis 
Interplay/Flat Cat 


meray at Cat poe 


LucasArts 


interacts Magic . 
Activision — 
GT interactive 


Covedog 


GT eractive 


Empire 


Impact Interactive 


dos 


Bold face indicates a “real world” wargame (or wargame/simulation) 


“RTS” 


3D 
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Titanic overload 


Where aficionados can 


has been a year 
1 S$ of Titanic over- 
load. All things 


Titanic have been embraced by the 
same type of joyous marketing hype 
as all things Star Wars (well, almost). 
From A Night to Remember to James 
Cameron’s Titanic, we have been fas- 
cinated by the sinkable unsinkable; 
and as historical events are fair game 
for anyone to expound upon, it is 
not surprising that so many have 
sought to exploit, er, take advantage 
of the opportunity to dramatize this 
awe-inspiring (albeit tragic) event. It 
is one of the mainstays of pop cul- 
ture that has hung on for, oh, 
approximately the last 80 or so years. 

Two products that no one can 
accuse of riding the coattails of 
Cameron's success are Starship 
Titanic and Titanic: An Adventure Out 
of Time. Douglas Adams’ Starship 
Titanic, with its quirky bots and won- 
derful environments was underway 
well before Leonardo kissed Kate, 
and while the word “Titanic” is pre- 
sent, it has little to do with the actual 
vessel's demise. On the other hand, 
Cyberflix’s Titanic was originally 
released in 1996, well before the 
Titanic hubbub, because someone 
thought that a historically accurate 
Titanic adventure game would be a 
good idea. Over two years of 
research went into the full and accu- 
rate re-creation of the actual ship, 
and in its time, the graphics were 
quite remarkable. The game met 
with mixed reviews, more positive 
than not, but it shortly sank to a 
watery grave. Not wanting to miss a good mar- 
keting opportunity, however, publishers re- 
released this game shortly after Cameron’s suc- 
cess. We really can’t call it “coattails” now— 
“opportunistic” will suffice. 

From down under, Delta Graphics 
International in South Australia is offering 
Titanic: A Voyage of Discovery. This is an interac- 
tive multimedia presentation that takes you 
onboard and below the decks of the ill-fated 
vessel. Think of it as the “Titanic Omnipedia’ if 
you will. Here you can explore passageways, 
entertainment areas and cabins, as well as the 
engine room, bridge and many other function- 
al parts of the ship. (But can we view creamy 
flesh while peering into steamed-up car win- 
dows? Probably not.) They loftily claim “the 
largest single collection of Titanic material ever 
to appear in one presentation,” featuring over 
600 new and rare photographs of the Titanic, 
music that was actually played onboard, com- 
parison screens, video clips, full deck plans and 
fact sheets. On their website at 
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It came from beyond 


go for a good piece of ice by Cindy Yans 


OO « 


Out of Time 


Starship Titanic’s music room 


www.sstitanic.com, you can find more Titanic 
links than you ever hoped to see, from 
Titanic—The Floating Palace to Joe’s Titanic 
Page (really). 

A week or so before this writing, a scary 
looking package arrived from Expert 
Software. Of course everything that arrives 
from Expert Software elicits a small modicum 


of fear (Play Better Golf terrified most of us...). 


Inching the box from its cardboard shipping 
container with trembling hands, | found 
Titanic: Dare to Discover. From the shiny over- 
sized blue box with the picture of an iceberg 
surrounded by a halo of runes, | extracted a 
rather hefty pamphlet. “OK, if it requires this 
amount of documentation, there may be 
something substantive here,” | thought, 
knowing better. Sure enough, it was not a 
manual, it was the Expert Software product 
catalog. To be fair, there are a lot of licenses 
represented in the catalog, and who can 
sneeze at the multimillion seller Home Design 
3D, a bargain at $14.49. 


The Grand Staircase from Titanic: An Adventure 


Digging further, | found the game CD, ina 
soft clear plastic sleeve, with three disc-sized 
pages of install instructions; and a registration 
card. After installation, and a brief verbal intro 
by an actor with a “lazy ‘S,"” (actors with this 
problem didn’t used to get hired), the game 
takes you into a surreal underpopulated envi- 
ronment replete with eerie sounds and watery 
noises. After several encounters with runes that 
seemed only decipherable by pattern-context, 
and a few you-can’t-get-there-from-here 
moments, | bravely sent it to one of our free- 
lancers for review, and am still feeling a bit 
guilty. Look for the review in a future issue. 

| suppose it’s good that historical events 
remain in the public domain, but it certainly 
would be interesting if someone like George 
Lucas could corner the rights to something like 
the sinking of the Titanic. It probably wouldn’t 
result in the aforementioned Myst clone...and 
probably wouldn't retail for around 
$14.49...but there might be light sabers. But 
for some real excitement, check out www.geoc- 
ities.com/Hollywood/Theater/8540/game.html 
for the best Titanic trivia game ever. You won't 
be sorry. Much. @ 
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The World War II Invasion 


by Ben Chiu 


A main priority of ATC and General 
Aviation (such as modeled in Dynamix’s 
upcoming ProPilot 99) is to stay clear of 
other aircraft 


s of this writing no less than eight 
(count ‘em!) WWII flight sims are com- 
ing to market. One question that seems 
to be on everyone's mind is why the mass 
migration to WWII? While one could write it 
off as another “swing of the pendulum’ as | 
wrote about a couple of months ago—every- 
one saw the F-22 sims market getting too 
crowded so they opted for something totally 
different. But why WWII? It surely couldn't 
have been due to a lack of wars to cover. 
You can take the marketing angle and lis- 
ten to the “our market research indicates” 
spiel and conclude that it’s just a coincidence 
that everyone came up with the same idea all 
at the same time. (It cou/d happen, right?) Or 
maybe these developers knew that the movie 
Saving Private Ryan was going to be a huge 
hit and they just want to cash in on the end- 
less tie-in/spin-offs like those that followed 
Titanic? As good as that story may sound at a 
conspiracy convention, we 
have our doubts. Perhaps 
there’s something more 
rudimentary behind it all. 
Despite what you may 
first think, air combat is 
more of a social activity 
than most people realize. 
Sure shooting people is 
social, right? Hear me out. 
In a GA (General Aviation) 
sim where you fly from 
point A to point B, or sim- 
ply bore holes in the sky, 
the main idea—as in real 
life—is to stay clear of any 
other aircraft. (The main 
mission of the huge air traf- 
fic control (ATC) system.) 
The basic nature of a 
combat sim is quite differ- 
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ent. The idea here 
is to seek out 
other aircraft and 
get as close as you 
can so you can kill 
them. Essentially 


the conflict’s age, most information about 
itis unclassified and freely available. 
Contrasted against more modern air bat- 
tles and WWI aerial conflicts, the skies are 
virtually empty by comparison. Much of 
the equipment used today is typically very 
user-unfriendly, not to mention highly 
classified (so developers must do a lot of 
speculating). Furthermore, modern air 
engagements tend to be fought out 
beyond visual range, and airspeeds are so 
high you're lucky to get a glimpse of your 
target before your high-tech missile kills it 


Are big air battles gone forever? 
Battlefields not so far into the future 
may resemble this level in Microsoft 
Urban Assault 


(well, not really, but you 
probably know what I’m 
getting at). Can you begin 
to see why modern battles 
are less “social?” 

Perhaps the biggest fac- 
tor for the repeated migra- 
tion to WWII products is the 
fact that the kind of air war 


the “polarity” of a 
combat sim is attractive rather than repulsive 
(no puns intended!). | believe that the com- 
bat flight sim industry will always gravitate to 
WWII—if the industry does revolve in cycles, 
WWII sims will always be a stopping point. My 
reasoning has more to do with the scope of 
WWII air combat, the availability of unclassi- 
fied information, and what the future holds, 
rather than because WWII is viewed as a 
“good" war (although I’m sure that helps). 
WWII was the first and last big air war in 
history. Air battles with thousands of aircraft 
were not unheard of. The equipment used in 
the war was very straight-forward and due to 


MicroProse’s European Air War is one of the 
many upcoming WWII sims that will capitalize 
on history’s first and possibly last big air war 


where one gains air superi- 
ority, then mounts a bombing campaign to 
destroy the enemy's warmaking capabilities all 
through brute force, is over. Big and numerous 
has given way to small and stealthy, and it’s 
unlikely to change for some time. 

The U.S. Marine Corps has reported that 
they believe battles over the next 20 years will 
take place in urban battlegrounds. Jungle and 
desert battlefields will give way to Bosnia- 
esque hide and seek urban warfare as the 
world becomes more populated. Small, hover- 
able vehicles (possibly unmanned as well) will 
have to be developed to play hide-and-seek 
among the buildings to rout out the enemy. 
(Think of Descent in 
the city.) Again, smaller 
numbers and sneaking 
around required. 
Although there'll be a 
market for sims cover- 
ing such conflicts, 
there’s hardly a com- 
parison. You can call 
our desire to be 
social/kill each other 
simply human nature, 
but the conclusion is 
the same—WwWII air 
combat just satisfies 
either need better. So 
maybe the marketing 
people do know some- 
thing after all? What a 
shock—not! They just 
reflect what we are. @ 
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“September Issue of Computer Gaming World, Top 100 Chart 


The Rise of Rome took 520 years. 


“Your results may vary. 


Presenting the Age of Empires’ Expansion: The Rise of Rome. 


P| 
and punishing Fire Galley—all on new and challenging 


maps. Plus, this highly anticipated Expansion Pack 

features four new campaigns and production queues to 
carefully plan your historic civilization’s growth. 
So'visit www.microsoft.com/games /aocexpansion 


and start extending Age of Empires into a new era 
fe) Zeya le Meleyuebtir iste) a | 


%e Age of Empires is now going where you always 
Ce SS wanted it to go: Rome. In addition to the Roman 
) , ee Empire, this official Expansion Pack also includes 
the legendary civilizations of Palmyra, Macedonia, and 


Carthage, each with their own strengths and 


Fi 
4 


ea 
= 


: Se man. f 
weaknesses. Test your mettle with new units like the 


crafty Camel Rider, powerful Scythe Chariot, fearless Slinger, 
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PLAY IT ON ZONE.COM 


Microsoft: 


You need the full version of Age of Empires to use Rise of Rome Expansion Pack. ©1998 Microsoft Corporation. All rights reserved. Microsoft and Age of Empires are registered trademarks of Microsoft Corporation on the Unined Stores and/or other comnzrics 


HE BLOODY HUNT FOR YOUR ENEMY’S 
FLAG CONTINUES. SURPASSING THE 
GAME ELECTRONIC GAMING MONTHLY 
AWARDED "1996 GAME UF THE YEAR’, 


: THIS SECOND GENERATION OF PULSE- 
| POUNDING 3D LAND, SEA AND AIR COMBAT 
| JS THE ULTIMATE GAMING EXPERIENCE. 

f) 7 ‘ S hn eRe BER I - aD 

wf | New 3D engine that creates >? Over 30 new maps with huge 

: more dynamic and realistic terrain and landscapes includ- 
= graphics and high quality 3D ing jungle, desert and urban 
‘ rendered objects. settings. Plus 2 new maps 


® Full support for OpenGL and 
3DIx accelerator cards. 


» Support for all joysticks 
including force feedback. 


~ Three perspectives... 
® first person 
© third person-close 
e third person-far 


© 16 player action over the 
internet, LAN, or 8 player/ 2 
computer direct connect & ~ 
modem. Split screen 4 player 
mode on one computer. 
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© 1998 Ripcord Games. RETURN FIRE 2 © 1997 Prolific publishing. All Rights 
Reserved. All o trademarks are the property of their respective companies 


every month available on 
the website. 


> Blast your opponents from 


ground and airborne vehicles 
including Jump Jets, Tanks, 
Helicopters, Assault Vehicles, 
Jeeps ann PT Boats. 


> Advanced enemy Al keeps 


you coming back for more! 


New multi-player support 
offers head-to-head dogfight 
mode and cooperative or 
death match action for up to 
16 players on LAN or internet. 


WINDOWS° da CO-ROM 


NO.97 DEMOS / 


KEYBOARD CONROLS / 


feo 


Railroad Tycoon II 


he original Railroad Tycoon is a classic by 

anyone's measure. Created by Sid Meier 

in 1991, its attention to history, accuracy 
of detail, deep financial model, and Sid’s obvi- 
ous love for the subject made it a strategy 
game favorite. GT Interactive and developer 
Poptop Software are looking to rekindle this 
gaming love affair with the official sequel, 
Railroad Tycoon ll. 

In Railroad Tycoon Il, players are challenged 

to build railroad lines between cities and indus- 


All aboard! 


Vrosnansans TPH) 


| love a maxed out station in the morning 


tries, buy trains, and rake in the cash as they 
schedule the movement of people and prod- 
ucts. The game spans the period from 1800 to 
2000 and features more than 50 locomotives 
and more than 30 types of cargo to pull. In 
each time period and on different maps there 
are unique cargoes. What industries and loca- 
tions accept (and thus pay well for) a particular 
cargo also varies with time. For example, prior 
to 1900 cities accept oil and will pay well for it. 
After that time they won't accept it, and you 
must refine it into diesel 
and then take it to a power 
plant. If you don't want to 
deal with this complexity, 
you can set the economy 
on its simplest setting. 

There will be a variety of 
scenarios in the final 
release, depicting the rise 
of railroads throughout the 
world. Each map is based 
on accurate photographs 
of the region in question, 
with accurate terrain and 
city locations. Scenarios 
have fixed victory condi- 
tions, such as generating 
$25 million in net worth 
before a certain time, con- 
necting two cities together, 
etc. This is in some contrast 
to the original game where 
the goal was simply to 
build and generate value in 
your railroad. 

Railroad Tycoon II \ets 
you pick your starting 
point and how to begin 
laying your track. Do you 
lay single or double track? 
Which engine should you 
start out with? The more 
powerful ones will deliver 
goods faster, but cost more 
and are more expensive to 
maintain. Choices galore 
await you in your rise to 
the Chairman of the 
Board's seat. 

Railroad Tycoon II utilizes 
PopTop's proprietary $3D 


AILRORD 


REQUIREMENTS / 


BY JOEL HULSEY 


KEYBOARD CONTROLS 


Pause game 


Toggle 8 or 16 bit color 


Toggle full screen mode 


Brings up most recent 
annual report 


Brings up most recent 
newspaper 


Brings up most recent 
dialog box 


Track lay 
Station build 
Purchase train 


Stock market | 
Grid on/off 


File menu 


Causes currently selected 
engine to be robbed 


Causes currently selected 
engine to break down 


Causes currently selected — 
engine to crash 


(SS REMRMD tf ce metal 


REQUIREMENTS 


Gathering of Developers - www.godgames.com 
Windows 95, 133MHz Pentium, 16MB RAM - 
Multiplayer: none 


engine which allows for highly-detailed 3D 
graphics and renderings. It is the first game 
developed exclusively for 1024 x 768 resolu- 
tion, in either 16 bit or 8 bit color. There will be 
support for multiplayer play over LANs, 
modems and the Internet, as well as multiple 
difficulty levels. 

In this demo, there are two fully playable 
scenarios: “The Golden Age” which focuses on 
the northeastern United States in the late 
19th century, and “Cape to Cairo” which lets 
you try and build a railroad across Africa and 
unite the continent. You can also preview the 
map editor, but will be unable to save any of 
your maps. 

Can you better the robber barons of history? = 
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COMPUTER GAMES 


StarCraft 


tarCraft is the latest game from Blizzard, a 

company which has crafted some of the 

gaming industry's most popular titles. 
Gamers discuss titles like Diablo and WarCraft 
in tones of reverence and awe. When Blizzard 
announced a space-based real-time strategy 
game, the anticipation was incredible. 

The long wait was not in vain, as Blizzard 
came through with flying colors. StarCraft is 
set in a faraway place where three very dif- 
ferent races are battling for supremacy. 
These three races (Zerg, Terran and Protoss) 
are alike in their desire for victory, but very 
different in their methods. Terrans are your 
average humans, jacks-of-all-trades, masters 
of none. They are well-balanced and do 
most things moderately well. Zergs are 
insect-like creatures who overwhelm you 
with sheer numbers. All Zerg units, even 
buildings, are biological and will heal over 
time so take them out when you can! 
Protoss are the most technologically superi- 
or race, but they are the fewest in number 
by far. But don’t let their numbers fool you. 
Protoss units are built to take some serious 
punishment, but take a long time to build 
and are costly. All Protoss units have shields 
that you must drain before the actual unit 
starts taking damage. 

With campaigns for all three sides, 
StarCraft would be an excellent game if it 
ended there. But Blizzard is far too classy of 
an organization for that. They have a multi- 
player matching service called Battle.net as 
well. In Battle.net, you log on and right away 
find yourself in a chat room. You can tell if 
someone has a good ping relative to your 
own by a colored symbol next to their name. 


There goes the neighborhood 


Pratoss High Termplar 


Pwd 
is st Kills: 2 
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Find someone or a group that you 
want to play with and off you go! 
This demo is the full shareware 
version valued at $9.95 retail and 
has full rendered cut-scenes, an 
excellent tutorial to help get you 
on your way, full Battle.net sup- 
port for those long nights where 
the computer just isn’t cutting it 
(although the Al in the game really 
is excellent), and five single-player f 
levels. Even though you are only \ 


able to play the Terran in the eg wee.) 


shareware version, this is about as 
Interesting looking shields there 


That’s gotta hurt 


good as it gets, so enjoy! @ 


paso/74 


REQUIREMENTS 


Blizzard Entertainment * www.blizzard.com 
Technical Support: 714-955-1382 

Windows 95, 90MHz Pentium, 16MB RAM - 
Multiplayer: 2-8 players over Battle.net 


CGCD ROM INSTALLATION 


Windows 95 


Place the CD disc in your CD-ROM drive. The disc will autoplay. If 
it fails to do so, right click on your CD-ROM icon (located in “My 
Computer’) and select OPEN. Double-click the “Install” icon. 


Windows 3.1 

Place the CD in your CD-ROM drive and choose File, Run from 
the Program Manager. Type “D:\INSTALL,” where D: is the 
letter of your CD-ROM drive, and press ENTER. Follow the 
instructions on screen, After installation is complete, dou 
ble-click the created icon to start. 


Still having problems? Send a description of the problem 
along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the same 
information to the address below. If you have a defective 
CD-ROM, a replacement can be obtained by sending the 
original CD to: 

Computer Games 

63 Millet St. 

Richmond, VT 05477 

ATTN: CD replacement 


COMPUTER GAMES 


ground control, tower, approach, departure, and re 


on 


FLY! isa ¢aderell of Terminai Reality, Terminal Reality is a trader aa of Terminal Reality 
ton prac ik of ii and godgam re trademarks of Gathering of Developers, Inc. 
of their ducal owners. © 1996 
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Jane’s Israeli 


Air Force 


ver the past 30 years, no air force in the 
world has had more combat experience 
than Israel's. With enemies on all of its 
borders, the Israelis have had to learn defense 
as a matter of survival. Now Jane’s has brought 
you a flight sim based on this extraordinary 
group of aviators: Israeli Air Force. 

In this demo, you can fly an instant action 
mission with waves of enemy fighters coming 
at you two ata time. A fully functional cockpit 
is in the demo as well as excellent voice com- 
munications with your wingmen. As you hear 
other planes talking to each other, it becomes 
very immersive. @ 


REQUIREMENTS 


Janes Combat Simulations * www.janes.ea.com 
Technical Support: 650-628-5999 
Windows 95, 200mhz, 32MB RAM 
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What's up with the eye thing? 


Lode Runner 2 


ne of the oldest and most revered titles in 

computer gaming history has to be the 

original Lode Runner. Available on virtual- 
ly every platform known to man, Lode Runner 
had you picking up little pieces of gold before 
the Mad Monks could grab you. It was a very 
simple concept, but it could take hold of you 
for months at a time. 

Lode Runner 2 attempts to pick up where the 
first left off. You are still trying to pick up those 
darn gold pieces, and those monk dudes are 
still chasing you for some reason, but now 
everything has gone 3D. Using an isometric 
perspective, you guide your on-screen persona 
through mazes and traps to get at the scat- 
tered treasure. 

The demo offers five single-player levels. 
The full retail game will have over 75 levels 
with a full-featured level editor. Also in the full 
game is multiplayer support for LAN, TCP/IP 
and modem. 


KEYBOARD CONTROLS 


Run Northwest 
Run Northeast 
Run Southwest 
Run Southeast 


Drop from hand 
over hand bar 


Drop bomb 


REQUIREMENTS 


GT Interactive > www.gtinteractive.com 
Technical Support: 716-871-6646 

Windows 95, 133MHz Pentium, 16MB of RAM - 
Multiplayer: None 
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secret Ops 


ing Commander: Prophecy was one of 
the best looking 3D accelerated games 
ever made when it was released awhile 
back. Set in the far future, it chronicled the tale 
of humanity's war against an insectoid warfar- 
ing race. The war is far from over so now it’s up 
to you to Carry on. 

In one of the great free giveaways, Origin is 
giving away this whole series of missions. No 
previous ownership of Wing Commander: 
Prophecy is required. Just load up the demo 
and off you go to do battle. Also, periodically 
Origin will add more free missions so you could 
be gaming for quite some time. Future mis- 
sions will be small downloads and will simply 
plug into this demo. # 


REQUIREMENTS 


Origine www.secretops.com 
Technical Support: 512-434-HELP 


Windows 95, 166mhz Pentium, 32MBRAM:> 
Multiplayer: None 


Awesome 3D graphics 
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Senile I 


armageddon was a game that gave 
Senators absolute fits. With its over-the- 


top violence and irreverent humor, 

Carmageddon was every kid's dream game. 
lt was a racing game, but with a difference: 
you earned points by running people over. 
Sure, you could race the old fashioned way 
around the track, but that was boring. Much 
better to plow through defenseless pedestri- 
ans like old ladies and beach babes. 

Carmageddon Il: Carpocalypse Now 
attempts to take this violence to the next 
level. With improved 3D accelerated graphics, 
better game controls and more of everything 
you loved in the first game, Carmageddon !! 
will probably have our elected officials up all 
night, screaming for hearings. 

This demo allows you to play a single- 
player race until you run out of time. The 
more people you hit, the longer you play. 
Also, the demo provides only keyboard sup- 
port, but the full game will support a joy- 
stick as well. 


KEYBOARD CONTROLS 


Keypad f-8.\ (2) Accelerate 
Keypad 2, (2: Brake/reverse 
Keypad {4 Turn left 
Keypad Es Turn right 
Handbrake 


Wheelspin 
Repair 
Recover 


Horn 


REQUIREMENTS 


Interplay * www.interplay.com 

Technical support: 714-553-6678 

Windows 95, 166MHz Pentium, 16MB of RAM » 
| ebieah None 


See 


Dawn of Aces 


n World War |, as the legends have it, chival- 
( ry was commonplace, aviators were larger 
than life (even to each other) and the life 

expectancy of a pilot wa 


(D 


was measured in hours. 
Dawn of Aces brings that time back to life with 
this multiplayer flight sim. 

With Dawn of Aces, you'll be able to go 
head-to-head with your best friend either over 
a modem, or using Interactive Magic’s own 
multiplayer matching service, |-magic Online. 
You have a choice of six ee planes to fly, 
each with its own unique handling characteris- 
tics. Do you think your Sopv swith Camel can beat 
your friend’s Fokker Triplane? Here’s your 
chance to find out. 

With Interactive ib tc § matching service, 
you can ea with hundreds of virtual pilots to 
see who really is the best of the best, but you'll 
need a credit card and an account with Imagic- 
online to do so. Can you be the next Red 
Baron? @ 


KEYBOARD CONTROLS 


i ee 
- Engine startup 


pee enter "| Jump 


Throttle up 


a 


Throttle down 
Full throttle 
Engine idle 
Map view 


Move text window 


BES! 


Ground clutter on/off 


Show frame rate 


pi See 
REQUIREMENTS _ 


Interactive Magic ° www.imagicgames.com co 


Technical Support: 817-424-5638 

Windows 95, 100MHz Pentium, 16MB of RAM « 
Multiplayer: Head-to-Head, Interactive Magic's 
matching service 
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Off we go, into the wild blue yonder... 
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Forgotten Realms 
Titles 


Pool of Radiance” 


Curse of the Azure Bonds” 


Secret of the Silver Blades” 


Pools of Darkness" 


Hillsfar™ 


Eye of the Beholder” Trilogy 


Dungeon Hack” 


Gateway to the Savage 
Frontier” 


Treasures of the Savage 
Frontier” 


Menzoberranzan" 


BY GAMERS. FOR GAMERS. 
www.interplay.com 
www.interplaystore.com 


1-800-INTERPLAY 


Forgotten Realms Archives is a trademark of Interplay Productions. All 
rights reserved. Forgotten Realms is a trademark of TSR, Inc., a 
subsidiary of Wizards of the Coast, Inc., and is used by Interplay under 
license. Interplay and the Interplay logo are trademarks of Interplay 
Productions. All other copyrights and trademarks are the properties of 
their respective owners, and © and TM for the individual products appear 
on the packaging for these products. 


iF/A-18E 
Carrier Strike 
Fighter 


ne of the most advanced multi-role fight- 
er aircraft today is the U.S. Navy's F/A-18E 
Hornet. Able to fly and fight in both air- 
to-air and air-to-ground modes makes it a 
much admired asset by those in the know. 
Interactive Magic has come out with a new 
flight sim based on this multi-talented plane 
known as iF/A-18E Carrier Strike Fighter. With a 
fully interactive cockpit, 3D accelerated graph- 
ics, programmable joystick support and 
dynamic campaign system, iF/A-18E Carrier 
Strike Fighter has many of the features that sim 
lovers are looking for. 

In this demo, you can fly an instant action 
mission against numerically superior odds. 
Also, you will not always fly against the same 
number of aircraft. Sometimes it will be against 
three, and sometimes it will be against eight. 
There is no time limit so you can fly as long as 
you Can Stay up in the air. A 3D card is not 
required, but highly recommended. # 


REQUIREMENTS 


Interactive Magic * www.imagicgames.com 


Technical Support: 919-461-0948 
Windows 95, 133MHz Pentium, 24MB RAM - 
Multiplayer: None 
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The mission didn’t go exactly as planned here 


Rainbow Six 


s there a bigger scourge on the planet than 
terrorism? Who hasn't felt a sense of rage 
when watching innocent lives being held 
hostage or even snuffed out? Well, Red Storm 
has given you the chance to fight back with 
Rainbow Six. Set in the present, Rainbow Six is a 
3D action/strategy game that puts you in 
charge of an anti-terrorist team of soldiers. 
Each soldier has a special area of expertise so 
it's up to you to match the man with the job. 

This demo has one mission in which it’s your 
job to save an ambassador from an armed 
group of thugs. If you play at an advanced skill 
level, there could be secondary objectives as 
well. Can you pull off a difficult mission with 
zero fatalities, or will your faulty planning lead 
to a bloodbath? It’s up to you to decide. m= 


REQUIREMENTS 


Red Storm * www.redstorm.com 
Technical Support: 919-460-9778 


Windows 95, 133MHz Pentium, 32MB RAM = 
Multiplayer: None 
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Hardwar 


ardwar is the latest game by Gremlin and 

is set in the distant future. It has traces of 

Privateer, as you get contracts in order to 
earn money. The difference is here you earn 
money by assassination, not hauling goods 
from one planet to another. You can outfit your 
craft with better lasers, shields, etc. as more 
money accumulates in your account, but to 
start you basically have something like a bicy- 
cle and a peashooter. 

The full version offers a single-player game 
as well as multiplayer with Direct Play support, 
two player modem or serial play, and up to 15 
players via LAN (IPX, TCP/IP).In the demo, you 
can play one mission, and that is to kill the 
notorious pirate Coolon Dibsey. Of course Mr. 
Dibsey has a much better craft than you do, so 
it won't exactly be a walk in the park. But if you 
persevere, you might just take him down and 
reap a handsome reward. @ 


REQUIREMENTS © 


Gremlin * www.gremlin.com 
Technical Support: +44 (0)114 263 9900 


Windows95/98, 166MHz Pentium, 16MB RAM - 
Multiplayer: None 


The lights of the city 
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Your next kill 
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STRATEGY 


Merchants casts the player as captain of 

the Royal Guard. As Europe lies in ruin, 
destroyed by centuries of battle and war, it’s 
up to you to rebuild the kingdom piece by 
piece. The full game has such features as lush 
realistic landscapes, over 20 single player mis- 
sions, 10 multiplayer maps, over 25 different 
types of buildings, dozens of different kinds of 
characters, 10 different troop types and an 
instant action mode. 

In this demo, you can either build a town 
from scratch or go right to battle. In the bat- 
tle, you control a set number of forces and 
Not-so fine feathered friends direct them across the battlefield. Hold your 
archers back, move your cavalry up and 
swing your pikemen around to the side. It’s ie 


REQUIREMENTS 


Interactive Magic * www.imagicgames.com 
Technical Support: 919-461-0948 
Windows 95, 133mhz Pentium, 24MB RAM « 


Excellent lighting effects 
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Multiplay: None Sid Meier's 
Civilization® 
Not good at all... a. te MY (2) (=) ae 


Railroad Tycoon® Deluxe 


M ontezi iid ¢ i oe 0). ee 6) LOM BY isi t-1= 
: ie oe ’ Heroes of Might & Magic® 
Return! 


Conquest of the 
New World” Deluxé 


Jagged Alliance®: 
Deadly Games 


descendent of the legendary Aztec 


eat 


T he time is 1998 and you are the direct 


Emperor. Your name is Max Montezuma Fs ato 
and you have treasure on the brain. But if you The battle begins 
hope to have any chance of getting your hands ) 
on the fabled treasure, you'll have to discover M.A.X.: 
the secrets of a lost civilization while stranded : : Mechanized Assualt & 
on an uncharted island. It won't take you long me : Pe Exploration™ 
to figure out the island is energized by an {2 ee: 
ancient curse. S Se tee & Te Re i | s 
In the demo, you can go through four levels. A ease , See Dark Colony 
3D card is not required and there are many ah “B® 
graphic options to tune the game to your 
machine’s abilities. So can you discover the 
hidden link between the Aztec Empire and an 
ancient alien race? = 


BY GAMERS. FOR GAMERS,” 


www.interplay.com 
www.interplaystore.com 


REQUIREMENTS 


Utopia Technologies, Inc. * www.utopiatech.com e e . ." es 1-800-INTERPLAY 
Technical Support: 972-517-3377 2. a ong 
| Windows 95, 100mhz Pentium, 16MB RAM 


z Ultimate Strategy Archives is a trademark of Interplay Productions. All 
Red’s as good as dead rights reserved. All other copyrights and trademarks are the properties 
of their respective owners, and © and TM for the individual products 
aan appear on the packaging for these products. 
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Master the world of 
Total Air War, from 
Strategic Mission 
Planner to AWACS 
Commander to front 
line Combat Pilot. 


Groundbreaking 
dynamic campaigns, 
including surprise 
scramble missions 
and shifting political 
alliances, provide ° 
virtually unlimited 
player action in 
real-time. 


Cutting-edge flight 
simulation based on 
the award-winning 

F-22 Air Dominance 
Fighter. 


| 
| 
| 
| 
| 
: 


Instant mission 
generator, detailed 
mission planner 
and comprehensive 
weapon loadouts 
provide you with 
unlimited play 
options. 


60 highly detailed 
planes, 36 weapons 
models, and 4.5. 
million square 
kilometers of detailed 
terrain set in the 
politically turbulent 
Middle East. 


| 
: 
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From the strategic complexities of the planning room to the heart-pounding rush of - 
air-to-air combat, Total Air War envelopes you in the most complete simulation 
of modern air combat ever created. With a ground-breaking dynamic warfare 
system, you will face the ultimate challenge, a realistic war with missions and objectives 

_ | That are never scripted and reflect your ongoing performance. Total Air War - Air Force 
#0 SS na know both the command center and the cockpit. 


INFOGRAMES 
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OREEE 38 Infogrames Enter Entertainment inc. 7 Digital ‘Image. Design ce co: > Special upgrade offer f for previous | owners 3 of F22 1 F22 ADF. Details on mae boxes of Total Air ‘War. 
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Independence 
War 


ndependence War is based on an original 
science fiction story set in the future. The 

game deals with the adventures of the 
space vehicle, The Dreadnought, and her 
crew. The player, of course, takes the cap- 
tain’s seat. The game itself is best described 
as a simulator, but it still requires players to 
exercise their logic and puzzle-solving skills 

Looks long and right as well as their reflexes. 

This demo contains two missions from the 
full game: the training mission WEP Advanced, 
and the storyline mission Neutronium Galore. It 
is entirely representative of the full game, 
allowing the player to use all four bridge work- 
stations, and includes full spoken dialogue and 
mission briefings. 

Voodoo! (640x480), Voodoo2 (800x600), 
and the original Software (640x480) rendered 
modes are included, as is in-game help, option- 
al arcade mode, and a HTML manual. 


NOTE: We ran a demo on our Issue 95 disk 
that was represented as /ndependence War, but 
was actually from a much earlier European ver- 
sion of /-War. This demo will showcase the true 
3D capabilities of the product. Our apologies 
to Infogrames. m 

Put a Tiger in your PC 
REQUIREMENTS 
Infogrames Entertainment > www.infogrames.net 
Technical Support: 408-289-1411 


iT Windows 95, 90 MHz Pentium, 16MB RAM - 


ichael Jordon. Jeff Gordon. Mark 
M McGwire. These players have all elevat- 

ed their respective sports to new levels, 
and that is just what Tiger Woods has done for 
the game of golf. Now EA Sports and Tiger 
Woods have teamed up to bring you Tiger 
Woods 99 and it should be an amazing game. 
Offering 3D accelerator support (one of the 
few golf games to do so), TW99 is a complete 
golf simulation. 

The demo lets you play a Par 3 hole from 
within the game. You can play it over and over 
to try and better your score. How many times 
before you hit that coveted “hole-in-one?” The 
full game has three 18-hole courses with more 
available as add-ons. In addition, EA Sports has 
a multiplayer matching service and plans to 
offer online tournaments for real cash and 
prizes. Fore! = 


REQUIREMENTS 


| EA Sports - www.easports.com 
Technical Support: 650-628-8468 
Windows 95, 133MHz Pentium, 32MB RAM > 
Multiplayer: None 
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The Bard’s Tale 
Tales of the Unknown" 


The Bard's Tale” II 
The Destiny Knight™ 


The Bard’s Tale” III 
The Theif of Fate™ 


The Bard's Tale” 
Contruction Set 


Might & MagiceIV: 
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Might & MagiceV: 
Dark Side of Xeen 


Stonekeep" 


LOjtatestcicomObate(saneyele ur 
The Stygian Abyss 


Ojisisstcicomepietoanieels mele 
Labyrinth of Worlds 


Dragon Wars” 


Wasteland” 
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www.interplay.com 
www.interplaystore.com 


1-800-INTERPLAY 


Ultimate. RPG Archives is a trademark of Interplay Productions. All rights 
reserved. All other copyrights and trademarks are the properties of their 
respective owners, and © and TM for the individual products appear on 
the packaging for these products. 
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jai == lt was four years in the making. It has been the most anticipated game of all 
vd time. And it is like nothing you've ever seen - or played - before. Unprecedented 
7; graphics. Uncanny artificial intelligence. Unending community. Unmatched 
= gameplay. And with Unreal level packs on the way, the Unreal universe will only 
= get bigger ...and better. So what are you waiting for? Get Unreal. 


available at your local retail store 


Order direct at www.gtstore.com or call 1-800-610-GTIS. 
Visit unreal. gtgames.com and get the latest Direct3D and multi-player patches. 
~ <.” Now you can play Unreal on more a COMpHIers than ever before! 
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The game will better integrate 3D accelerators from square one; 


Fora daily dose of the 
latest industry news. 
andi rumors, besureto 


stop by our website at: 
WWW.cdmag.com 
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X-Wing Alliance allows you to (finally) pilot the Millennium Falcon; 


When you leave your briefing, you go to the hangar. Instead of that being a 2D interface screen, it’s actually a 3D environment 


LucasArts’ show of Force 


Announcement of X-Wing Alliance big news at this year’s ECTS 


he big news at this year’s gaming love-fest 
ECTS (which stands for European 
Computer Trade Show)—beyond the talk 
about the show’s demise in the face of no-shows 
from Electronic Arts, Virgin Interactive, Activision 
and Microsoft—were major announcements by 
industry heavyweights like Blizzard, Interplay 
and especially LucasArts. 

Blizzard used last year’s show to formally 
introduce Diablo II, and this year they 
announced that Diablo II will come with native 
support for 3Dfx’s 3D chipsets, using the 3D 
hardware to enhance the game’s colored lighting 
and atmospheric effects. While 3D hardware will 
be optional, it looks like Blizzard wants to pro- 
vide a little extra eye candy for the gamer. 

Interplay announced Galleon, a 43D action- 
adventure game due out in 1999 and shown only 
behind closed doors. Set in the age of sail, play- 
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ers control a character by the name of Rhama. 
He’s the captain of the clipper Endeavour and is 
a merchant, explorer, and buccaneer. 

What makes the game noteworthy is that it’s 
being developed by Confounding Factor, the 
company founded by Toby Gard and Paul 
Douglas. While at Core Design, they were the 
main creators of the Lara Croft character of the 
wildly popular Tomb Raider series. Interplay 
claims that Galleon’s Rhama will be one of the 
most agile characters ever made, able to run, 
leap, climb, swim and swing. The game will also 
feature a “unique” sword-fighting system with 
realistic enemies. 


The biggest news of the show was LucasArts 
announcement of X-Wing Alliance, the fourth 
game in the wildly popular X-Wing series. It will 


combine the single-player, story-intensive struc- 
ture of X-Wing and TIE Fighter with the multi- 
player capability of X-Wing vs. TIE Fighter. 

Alliance will take place during the interreg- 
num between The Empire Strikes Back and 
Return of the Jedi. \t will have two storylines, one 
of which deals with the Rebel Alliance attempting 
to survive after the Battle of Hoth. The second 
storyline will be the tale of two rival families 
caught up in the ongoing interstellar rebellion. 

Players assume the role of a family member 
who joins the Rebel Alliance and must not only 
wage the battle against the Empire but against 
attempts by his or her family’s rivals to take over 
the family business. The game will climax with 
the player piloting the Millennium Falcon in the 
assault on the second Death Star during the 
Battle of Endor. 

LucasArts is promising space battles twice 


the scale of those found in the previous games. 
In addition to boasting twice as many space- 
craft and objects, missions can also span up to 
four sectors of activity, meaning players will 
have to hyperdrive between different sectors 
during a mission. 

All the Rebel fighters from the earlier games 
will be available, including the X-Wing, the A- 
Wing, the B-Wing, the Y-Wing, and the Z-95. As 
mentioned before, Alliance will also allow play- 
ers to pilot the Millennium Falcon, arguably the 
most player-requested feature in the series’ his- 
tory. Players will even get to control the quad- 
laser cannon turrets used by Han and Luke 
Skywalker in Star Wars. All flyable craft will 
have 3D cockpits with 360-degree views inside 
and out. 

The game will have more than 50 single-play- 
er missions, and five multiplayer missions. 
There’s also a “Secret Weapons of the Empire” 
battle that involves experimental fighters. Players 
will be able to customize the parameters of sin- 
gle and multiplayer missions, which will allow 
them to adjust the difficulty of the game by tin- 
kering with the number and types of ships and 
targets in a mission. The game will support four 
players over the Internet, eight players on a LAN, 
and two players over a modem. It will support 3D 
accelerators as well as force feedback peripherals 
and rudder pedals. 

According to Totally Games’ Larry Holland, X- 
Wing: Alliance is, in many ways, the most ambi- 
tious of the series. “This is the largest team we’ve 
ever assembled,” he says. “Our programming 
team has more than doubled.” But with a modest 
fifteen members, the size of this team is intimate 
by most games’ standards. 

X-Wing Alliance is due out in the first quar- 
ter of 1999, just in time, perhaps, for the 
upcoming Star Wars movie. A sure sign that 
LucasArts is indeed using the force to good 
effect. Jason Ocampo 


The interface screens have the same look- 


and-feel as past games; 
now have full 3D virtual cockpits 


The game will 


Mr. Holland's Opus 


arry Holland's Totally Games has been 
around, in some form or another, for 
twelve years. Mr. Holland's first gig was 
doing independent contractor work on 
Electronic Arts’ Pegasus and Strike Fleet. After 
that, he worked on LucasArts’ World War Il flight 
sims. Since the last of that series, 1992’s Secret 
Weapons of the Luftwaffe, Totally Games has 
been working solely on Star Wars space combat 
sims (although Holland says that they're work- 
ing on a non-Star Wars strategy game called 
Eldorado, which doesn’t yet have a publisher). 
Holland sat down with Tom Chick to answer 
some questions about X-Wing Alliance. 


How hard is it to work within the context 
of a tightly controlled license like the Star 
Wars universe? Does this ever interfere 
with play balancing issues? 

“Tightly controlled” are probably not the cor- 
rect words. [LucasFilm] cares greatly about 
quality and maintaining consistency within 
the Star Wars universe, since it is such a rich 
and expanding universe. Creatively it’s quite 
wonderful and it gives us a lot of opportunity 
to come up with new things. Overall, it’s pret- 
ty easy. As for play balance, a lot of the per- 
formance characteristics were never clearly 
stated. The things that were already estab- 
lished were well done and we had a lot of 
reign to fill in the other characteristics. 


How much of X-Wing: Alliance is a reaction 
to criticisms of X-Wing vs. TIE Fighter? 

We definitely listened to people’s comments 
about wanting stronger single player. We've 
taken that into account. But we also want to 
keep the multiplayer there. But | think all of us 
on the team, after having spent so long work- 
ing on multiplayer design issues, are really 
happy to get back to the good old days of xX- 
Wing and telling a really meaty of a story. 


How does the Millennium Falcon compare 
to other ships in terms of speed, maneu- 
verability, and durability? Is it a supership? 
No. It has its own strength in that it’s very 
nimble and fast. And of course it’s outfitted 
with some weaponry. But we've designed 
some other Corellian transport craft for bal- 
ance that compete well with the Millennium 
Falcon. It’s not like the TIE Defender. It’s 
souped-up, but more for speed and maneu- 
verability. Sometimes that will be important, 
but other times being more survivable, being 
tougher, having more firepower will be 
important. 


How will you implement its quad laser 
cannons? 
That's a fully virtual cockpit-like system. 


X-Wing Alliance creator speaks on his latest 


LARRY HOLLAND 


Basically, we studied the movie in great 
detail, such as how the seat pivots. We got as 
close as we could get to the detail in the 
movie, It’s very cool. You can hop in there and 
the autopilot can take over for the craft, but 
there’s still some level of maneuvering you 
can do in the gunner position. 


Can you fly the Falcon in multiplayer games? 
That's undecided at this point. 


As some of the game takes place inside the 
second Death Star, are you doing an 
indoor engine? It seems like this could bea 
completely separate game. 

Our engine is multipurpose enough that it 
actually can allow us to fully render a detailed 
and interesting experience, the indoor archi- 
tecture of the tunnels and tubes. 


Many players want a free-form trading 
game, like Privateer, in the Star Wars uni- 
verse. Why hasn’t this been done yet? Will 
X-Wing: Alliance offer anything like this? 
For a long time we had a game on the draw- 
ing board with open gameplay like that. Our 
desire to do that game competed with multi- 
player and telling a good story. In the end, 
those won out. | think some of those desires 
will be satisfied in X-Wing: Alliance, particular- 
ly for controlling the Falcon and Corellian 
transports. As far as having an open game- 
play that allows you to sort of build an 
empire, this game won't do that. 
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Dark Side Of The Moon is a deep-space 
sci-fi adventure that will immerse you in 
360° of completely seamless, incredibly 
realistic, motion picture-quality gaming. 


Video ncauit. 
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ONOR. VENGEANCE. 
HOPE. TERROR. 
Four Kingdoms, four 
creeds. Four immortal 
siblings have fought for 1500 
years to rule the land of 
Darien. But one of the rivals 
discovers an ancient artifact, 

and it shatters the balance of power overnight. Massive armies collide. 
Supernatural forces level entire cities. Chaos destroys the land and 


the stability of the universe is shaken forever. 


Features 


* Four unique sides with different build hierarchies 

* Hardware support for improved graphics and special effects 
* Rich, in-depth story and character development 

- Physical changes in veteran units 

- Lay siege to castles and cities 

- Non-player humans, wandering monsters and life forms 

* Pre-built multiplayer bases and/or units 

* Multiplayer missions & varied victory conditions 

* Switchable radar/main map view 

- Custom keyboard mapping 

* Multiplayer capabilities over LAN, TCP/IP, modem and Internet. 
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Fire & We seek the unknown. We find knowledge and power hidden from ordinary minds. Through skill and study, we will attain the impossible and the world will tremble. 


Four powerful siblings. 
A vanished monarch. 
(ne massive realm. 


The epic quest to control it all begins this March. 
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Choose your loyalties now at www.cavedog.com 
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A GT Interactive Company 


©1998 Humongous Entertainment, Inc. All Rights Reserved. Total Annilhilation and Total Annihilation: Kingdoms are trademarks of Humongous Entertainment, Inc. Cavedog Entertainment and the Cavedog Entertainment 


logo are registered trademarks of Humongous Entertainment, Inc. Created and published by Cavedog Entertainment, a division of Humongous Entertainment, Inc. Distributed by GT Interactive Software Corporation. 


Water — We travel the waves.2We have see sights our siblings can only imagine. Faraway lands share their secrets with us. We explore. We discover. We build our wealth and power. 
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Star Trek: New Worlds 


But can you do an Enterprise rush? 


: “OH DEAR, ANOTHER 
Star Trek game” is probably the first 

thing that comes to mind when you hear 
about Interplay’s upcoming Star Trek: New 
Worlds. Take the famous (infamous?) Star Trek 
license and craft a ground-based (no starships 
here) real-time strategy game, and you’ve got the 
basis for New Worlds. 


A Star Trek tank rush? 


Braveheart 


Men in Skirts take on Men in Armor 


WHEN A_ PUBLISHER 
takes a license—from books or, in par- 
ticular, movies—and says they’re going to 
create a game around it, it’s usually time to 
worry; all too often gameplay comes dead last in 
such situations. What, then, should we think 
when the opposite occurs, when a publisher has 
a game already under development and adds the 
license in last? That’s just what we’re getting with 
Eidos’ upcoming Braveheart. 


- 


@ e Atrmed £245 (1280) 


Plot your strategy on a variety of overhead displays 
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The game posits a Romulan 
experiment gone awry on a stellar 
scale. Somehow this mysterious 
experiment accidentally shifted 
many new worlds into the Neutral 
Zone. While perhaps only 
Federation scientists care about 
where these worlds came from, 
everyone is interested in the 
wealth the new worlds offer, 
and the scramble to posses 
them is on. 

Take command of either 
Federation, Romulan, or Klingon forces as 
they battle across 25 of these new planets. 
While there will be a bit of a story to experi- 
ence, gameplay will focus on those tried-and- 
true real-time strategy formulas: colonization 
(a.k.a. base building), resource mining, 
research, production of units, and combat. 
While Interplay says the units will have a 
Star Trek feel to them, they’re like nothing 
you've seen on Trek before (but quite a lot 
like those you’ve seen in Command & 


—The Learning Company 


| Du inced that it will cut about 500 jobs at Broderbund as it integrates that company into its 
: organizational structure. The ei million merger between the two Bpaiies was fi ravens by 


Previously known as 
Tartan Army, Braveheart 
positions you as the leader of 
one of 16 Scottish Clans in the 
year 1298. A time of strife and 
anguish, it saw the Clans at 
war with each other and the 
forces of England. You can 
chose one of three paths to 
victory: militarily unite the 
Clans, use your politi- 
cal skills to form alle- 
giances and claim the 
throne, or take the 
William Wallace 
approach and win by driving out the 
English subjugators and thereby winning 
the crown by acclaim (martyrdom is not 
a path to victory, however). 

When you're not plotting your strate- 
gy, managing your holdings, or conduct- 
ing diplomacy on the multitudinous 2D 
displays, you’ll be playing out missions 
in full 3D. From minor raids on villages 
to sieges to full battles right out of histo- 
ry (and, of course, the movie), all can be 
played out in this real-time environment. 
Multiple views will be offered, and net- 


_ 


The New Worlds may be resource rich, but don’t expect 
them to be pacific 


Conquer): Klingon Mobile Disruptor Batteries and 
Federation Phaser Tanks are examples of units in 
the game, while colonies (read: bases) might have 
Hydroponics Bays or Photon Artillery Launchers. 

With the growth of hardware technology so 
too grow the games; even strategy games are 
going 3D, and New Worlds is jumping in whole- 
hog. This, though, isn’t likely to attract the atten- 
tion of gamers as much as the Star Trek tie-in, so 
it will be interesting to see just how Star Trek and 
ground-based warfare mix as the game moves 
through development in the coming months. 
—Scott Udell 

Star Trek: New Worlds « Interplay * Windows 
95, 98 


Don’t let them gain the gate! 


work head-to-head play is in the works. 

While the game has been under development 
for some time, you can bet that the movie tie-in 
will go beyond just the name. Expect elements 
from the film—dialogue, scenes, and so on—to 
be worked into the game; Eidos says Mel 
Gibson, who directed as well as starred in the 
film, may be providing “direct artistic input.” Of 
course, anyone who buys the game based on 
Gibson’s visage decorating the box (assuming it 
does) will be in for quite a surprise when the 
game ships this coming Spring. —Scott Udell 

Braveheart + Eidos * Windows 95, 98 


THE NEWEST 3D GAME IS ABOUT TO 
STEP OUT OF THE SHADOWS. 


The Next DiMension if 30 Realtime Tactical Combat. 


www.imagicgames.com 


sci tradiomarl oft intarartivo anin | j e ara n rae f thair racnant 
tered trademark o7 Interactive Magic iNC. Al S are property oF their respect 


owners. ©Copyright 1998 Interactive Magic, Inc. 
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F/A-18E Super Hornet 


Launching from a virtual carrier near you 


- | TORNADO... APACHE 
¢ Longbow... Hind... all games that most 

old-time sim fans hold in high regard (if 
not downright reverence), and all of them creat- 
ed by one developer, Digital Integration (DI). 
Current flight sim fans, however, tend to put 


A Super Hornet buzzes its carrier 


oe to 


Taisho 


Jane’s simulations, games like Longbow 2 
and F-15; up on a pedestal; iF-16, DI’s 
most recent flight sim, got at best a luke- 
warm reception, and it’s been looking 
like the former star developer has lost 
their edge. That, however, is a perception 
that DI is looking to change; 
they've got a new publisher 
(indeed, Titus Software has 
actually purchased the com- 


pany), and they’ve_ got 
a new game: F/A-18E 
Super Hornet. 


iF-16 was criticized for being 
behind the sim technology curve, 
but DI plans to fix all that and 
more in Super Hornet. The game 
will feature three war zones— 
Barents Sea, Indian Ocean, and the 
Persian Gulf—and will include 
both randomized single missions 
(based on the roles of the F/A-18) 
and dynamic campaigns in each 
area. A full mission planner is envi- 
sioned, and should help you 


si announced, has reverted to the developer, Presto Studios, who will seek another 
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Mouse input should improve cockpit functionality 


employ the 18+ weapon types the plane can be 
outfitted with (including new weapons like the 
JDAM and JSOW). 

On the technology side you'll find plenty of 
the expected buzzwords: MMX support, Direct 
3D-based graphics acceleration, 16 bit color, 
dynamic colored lighting, and light source shad- 
ing. DI plans to make the worlds you fly through 
more realistic and less sterile; expect to see other 
planes flying their own missions, ground forces 
engaging, crews and equipment moving about 
the deck of your carrier, and more. North 
American audiences should get their chance to 
experience it all late this November. —Scoit Udell 

F/A-18E Super Hornet * Digital Integration « 
Windows 95 


Eidos Interactive has acquired Crystal 


Dynamics in a deal worth approximately $47.5 million. While mainly a console company, Crystal 
Dynamics has published a few PC titles in the past, including Gex and Pandemonium. Onan unre- | 


lated note, Eidos also announced record results for its first quarter, which ended June i . 


Looking to the past and seeing the future 


16™ CENTURY JAPAN— 

" the Emperor is weak, the Europeans are 
coming, and you’re one of many Daimyos 
looking to enhance his power and become Shogun, 
the military leader of Japan. This, in short, is 
Taisho, a title that mixes historical turn-based 
strategy with real-time tactical warfare into an 
amazing-sounding (and looking) mix of gameplay. 
At the strategic level, you’ve got to control 
your empire and all its aspects. Manage your 
resources, build fortifications, deploy troops, 


ede: 


The battle is joined 


COMPUTER GAMES 


conduct diplomacy, do dirty deeds, and 
deal with events like peasant revolts and 
the arrival of the Portuguese. When armies 
meet you have the option of fighting the 
tactical battles, wherein you maneuver the 
forces of your army—be they cavalry, 
swordsmen, warrior monks, or samurai— 
across a 3D battlefield reminiscent of a 
cross between Myth and Sid Meier’s 
Gettysburg (although better looking than 
even Myth). 

You don’t have to fight the tac- 
tical battles, and may instead 
choose to let the computer resolve 
them; in that case you'll get a 
game closer to Civilization or Axis 


& Allies than Command 6& 
Conquer. Or you can fight only battles, 


honing your tactical skills to a fine 
edge, or you can fight the full dynamic 
campaign across all levels. And once 
you’re done whaling on the computer, 
you can take the game online, again 
mixing and matching game styles. 
(Developer Creative Assembly plans a 
“persistent world” option wherein up to 
16 Daimyos, controlling the strategic 
game, can recruit human generals to 
help fight out the hour-long tactical 


If nothing a this game will do vistas a few 
other before it 


battles.) Believe it or not, they’re even imple- 
menting play-by-e-mail. (When you attack, the 
computer controls your opponent’s army for any 
tactical battles you choose to play out.) 

Publisher Dreamtime (a division of Electronic 
Arts) has only begun to talk about Taisho, but 
what they’ve shown us already has us intrigued. 
We'll be keeping a close eye on the game as it 
moves towards its (estimated) March ’99 release 
date. —Scott Udell 

Taisho » Dreamtime Interactive « 
Windows 95, 98 
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Empire of the Ants 


Not a giant monster game 


SOMETHING IS LURKING 

amidst the vegetation. Look down to the 
earth, past the leaves and the flowers and 

the weeds, and you may see signs of the com- 
plex and violent ecosystem underneath. 
Welcome to the wonderfully vile wide world of 
bugs. Now look a little harder, and you may see 


This empire has apparently not only devel- 
oped the art of war but also “mastered stupe- 
fying techniques” 


the future of real-time 
strategy gaming. 

As much as these vari- 
ous critters might repulse 
us, it is with them that our 
future digital fun may lie— 
at least according to French 
developer Microids. In 
Empire of the Ants you will 
harvest resources, marshal 
troops, build structures, 
and wage war, but in a way 
that is quite different from 
any conventional strategy fare: you are managing 
a living colony of individuals and free-thinkers. 
The forces at your disposal are of an organic 
nature, and with the blessing of advanced artifi- 
cial intellects for each separate creature an 
engrossing world of conflict shall unfold before 
thine eyes. 

The struggle will be to expand your colony as 
ants are wont to do and dominate all of the other 
competing species. By controlling the setup of 
the anthill chambers, the progression of ant tech- 
nologies (as simple as they must be... no Ion 


—Electronic Arts announced that Judge Judith McConnell has 


rejected a motion to the lawsuit against EA over Ultima Online as a class action. In the case 


ng the online RPG, Judge McConnell of the Superior Court in San Diego, California ruled 


Cannons), the territorial expansion efforts, and 
the social makeup of the colony, players may 
combat the encroaching efforts of such beasts as 
bees, preying mantises, and black ants. These 
crawlies are team players and solo actors within 
the 3D garden; the team-playing civilized species 
coordinate like the inhabitants of your colony 
and therefore pose a considerably greater threat. 
Ultimately the most successful colonies will have 
to contend with the awkward trepidations of that 
continually-breeding pest known as man. 

Empire of the Ants is scheduled for release 
later this year. —Scott Hunter 

Empire of the Ants * Microids International 
* Windows 95 


that attorneys for the six remaining plaintiffs have failed to provide sufficient evidence to certify any of their claims as a class action. In her ruling, 
Judge McConnell said. “...the effects of the alleged problems and the degree to which these 


Kingpin 


problems interfere with a player's ability to participate in the game are matters of subjective 
taste ...the motion for class certification is denied...” 3Dfx has disappointing third quarter- 


Living that 3D gangsta life 


WHAT A STRANGE TRIP 
it's been for Xatrix Entertainment. 
Originally a proponent of Location Based 
Entertainment and Virtual Reality machines, 
their initial products, the Cyberia series, were 
action games with pre-rendered locations and lit- 
tle freedom of movement. They ultimately had a 
lot of visual style without much in the way of 
substance. Who could see that they’d move from 
this auspicious beginning to the occasionally 
offensive Redneck Rampage series and now the 
potentially offensive Kingpin? 


COMPUTER GAMES 


Kingpin is a Quake IlI-based 
3D action game set in the near- 
future. The game is episodic in 
nature, with a modern grungy 
noir style, and it includes a lot of 
features not often seen in previ- 
ous 3D shooters, such as the 
ability to climb chain-link fences 
and walls. Shown behind closed 
doors at the 1998 ECTS show in 
London, it will likely get 
Congressmen’s panties in a 
bunch with its attempts to 
convey the gangsta lingo 
and lifestyle, replete with 
the language, violence 
and throbbing beat of 
the street. 

Supplying the latter will 
be the pot-loving rappers 
Cypress Hill, whose monster hit “Insane in 
the Membrane” is permanently etched in 
the minds of many hip-hop-lovin’ fools. 
The game will include tracks from the 
group’s latest record Cypress Hill IV (the 
name providing further proof of the far- 
reaching influence of the band Chicago), as 
well as some phat tunes from their previ- 
ous records. 


That sure doesn’t look like Quake II 


For those who grew up in gang-infested neigh- 
borhoods, the ability to virtually re-live that 
thrilling existence may not seem particularly 
appealing, but for the folks who worship that 
lifestyle while being as far removed from it as 
humanly possible, it'll probably be a hoot. 
Kingpin is scheduled to get medieval on your 
sorry ass in Spring of 1999. -Steve Bauman 

Kingpin ¢ Interplay * Windows 95 
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Turok 2: Seeds of Evil 


Return to the land of foggy dinosaurs 


Doubling as a 3D shooter 
and, unintentionally, a “my frame rate is 
higher than yours” 3D accelerator bench- 


mark program, the first Turok caught the PC 
world somewhat by surprise. Few expected much 
from the game, it being a console port and all, 
but most were surprised by its quality. It may not 
have been a Quake killer, but Turok: Dinosaur 
Hunter certainly held its own. So in the grand 
tradition of movies, books, and computer games, 


Getcha colored lighting here! 


THE LAST COUPLE OF 
iterations of Sierra’s venerable Front 
Page Sports Football line felt tired. The 
arcade mode continued to wheeze along, looking 
more and more feeble compared to the formida- 
ble EA Sports lineup. The simulation mode, 
which has always been the strength of the pro- 
gram, seemed to be treading water, with numer- 


Narre 


While the players may not give the Madden team cold 
sweats, they look better than last year’s models 
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isan narentsee 


Acclaim presents its sequel, Turok 
2: Seeds of Evil. 

Shooter? Story? Ahh, forget it— 
get to the good stuff. The game 
includes what Acclaim calls the 
“quest mode’ single player 
adventure” as well as a variety of 
multiplayer options: team play, 
death matches, and the new “Frag 
Tag” death match, and can sup- 
port up to 16 players on a LAN or 
the Internet. While your ultimate 
nemesis in the game is a boss 
called the Primagen, you'll get to 
dance with some 30 minion-type 
enemies and four other bosses. Your run of the 
mill baddies include Turok’s old buddies, the 
Dinosoid troops, Blind Ones, Flesh Eaters and 
Throwbacks. A shooter means guns ‘n’ more, and 
Turok 2 sports a bunch; for example, ya got your 
Storm Blow, ya got your Scorpion Missile, ya got 
your Firestorm Cannon, and, for those “up-close- 
and-personal” spots, ya got your War Blade. 

OK: multiplayer? Check. Enemies & bosses? 
Check. Weapons? Check. What’s left? Buzzwords, 


| 30h interactive nc. announced that sales of its products in the third quarter have been lower am orig- 


ous problems and little in the way of significant 
new features since the product emerged fully 
formed way back in 1994. It’s about time the 
whole product was re-written. 

Say hello to the re-write. While it has a new 
name, Sierra Sports assures us that NFL Football 
Pro 99 is still very much a Front Page Sports title. 
In a prepared statement, Sean Gleason, Director 
of Marketing for Sierra Sports, said, 
“Ithe game] has been rebuilt from the 
ground up, with nearly every upgrade 
and modification our dedicated users 
have asked for....” 

Big news for the franchise is (finally) 
an all-new 3D engine sporting polygo- 
nal players. The interface screens are 
also new, using an 800x600 resolution 
in 16-bit color. The usual AI tweaks are 
also present, and Sierra Sports claims 
that each player has an independent AI 
that reacts to the ball and other players. 
The management AI has also received 
the old once-over in handling trades 
and contract negotiations. 

On the simulation front, the game 
adds salary cap management, using the 
NFL’s Collective Bargaining Agreement, 
to its already formidable league and 


run the game. S ta gameis Coltaled nd no onecares.. ~SouthPeak Inte 
that it has canceled the fantasy-fighting game Drachen Zor, saying it 


N F 1 Sinn ll Pro 99 ile that v we've established for our products.” And somehow the world goe 


A new name but the game remains the same 
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Can Turok come out and play? 


that’s what, and Acclaim’s tossing around a 
bunch of those too: real-time lighting from up to 
10 dynamic sources, surface effects (shimmering 
water, firelight that flickers), advanced soft skins 
on the enemies (that creatures’-skin-as-flat-plate- 
armor did look weird, didn’t it?), “body impact 
physics,” and loads more. 

It looks like they’ve got the checklist cov- 
ered—what’s left? Release date? Well, if things go 
as planned, you should see it shortly after you’re 
done fragging that Thanksgiving Day turkey. 
—Scott Udell 


Turok 2: Seeds of Evil * Acclaim * Windows 95 
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Elway drops back to throw the... diamond? 


season feature set. You can set ticket and conces- 
sion prices, and you will need to make a profit. 

In a somewhat bizarre marketing twist, Sierra 
Sports is shipping 31 different versions of the 
game, each customized for each team in the NFL. 
If you can’t get your team’s proper version, upon 
registering the product (of course) you can get a 
code that unlocks your version so it can be plas- 
tered with more [fill in the team name] logos 
than you can shake your jock at. 

Priced at a modest suggested retail price of 
$29.95, NFL Football Pro 99 should be on shelves 
sometime in November. —Steve Bauman 

NFL Football Pro 99 « Sierra Sports « 
Windows 95, 98 


You command turn-of-the-century Tanks. 
They command 200-foot Fighting Machines. 
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all you've got. And in this revolutionary non-linear war, you'll need it. Deploy your forces anywhere on the 
map of Britain. Choose your missions, Pick your battles. Because you can lose a battle and still win the 
War. Maybe. Dozens of 8D rendered units stand between you and Martian domination. 
[Or experience strategy from the other side and play as the Martians!) 
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Based on the classic novel by H.G. Wells and featuring a fully-remixed score 
licensed and composed by best-selling artist Jeff Wayne 


Available soon at your local retailer 
Order direct at store.gtinteractive.com or call 1-800-610-GTIS 


NEED A HINT? 
1-900-CALL-2GT 


(225 5248) 
(95¢ per minute, $1.95 for 
fax back maps) Must be 
18 years oe 
parents permission to call 
Youch tone phones only 


“The War of the Worlds" © 1998 Rage Software Limited. All Rights Reserved. Published and Distributed by GT interactive Software Corp. GT is a trademark and the GT 
Logo is a registered trademark of GT Interactive Software Corp. The Story, script, artwork and logo from Jeff Wayne's Musical Version of “The War of the Worlds" © Ollie 


Record Productions. The musical score from Jeff Wayne's Musical Version of “The War of the Worlds" © 1978 Jeff Wayne Music (Publishing) Ltd. Microsoft ® and Windows 
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Catia eat 


The most anticipated RPG of the year. 


In the FORGOTTEN REALMS®, we've lived through foul pestilence, 
vicious battles, exorbitant taxes, and even the occasional dragon. But _ 
when HE showed up, things really started getting ugly. 

repare to be immersed into a world of intrigue and mystery on a 
perilous quest to rescue a storied land from impending war. Even your 


own soul is at stake as you and a party of adventurers become entangled in 
a dangerous riddle of betrayed alliances, dark prophecies and murder. 


Will you become the unlikely hero of the story, or merely another of its 
unfortunate casualties? Before you answer, the big guy here might have 
something to say about it. 
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 @ Explore an immense, intricate game world - from cloud-covered 

re. mountains & rain drenched plains to dark catacombs & abandoned 
We temples - all meticulously rendered in lush, 16-bit SVGA graphics. | 
le 


= @ Invoke more than 100 spells - Freeze enemies with an icy blast — 
7» from a Cone of Cold, or incinerate them with a searing stream of 
magical flame. 
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@ & Push your leadership skills to the limit as you guide a party of up 
fap, to six characters, each with a personality that affects gameplay. oietieepeclebiiada 
© Dorit ler your stubborn fighter pummel the arrogant thief- you =| t ot a 


may need their teamwork in your next battle. 


@ Create your character from six AD&D® races and 26 different 
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FP classes and subclasses. You control every attribute, down to skin 
_” and hair color, weapons, and armor - all accurately depicted on-screen. 
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or role-playing fans, one of the most consuming time-sappers of 1998 has been 
Might and Magic VI: The Mandate of Heaven. This is partly true because it’s been 
quite a long time since its predecessor, the World of Xeen series, partly true because 
there’s just something about New World Computing’s products that is wildly addictive 
(no matter what), partly true because of an extremely combat-heavy design in which you 
were saving and restoring as much as playing, and partly true because many of us just don’t 
have a life. Play until three, get up at six, no problem. 
3DO and New World are deliriously happy that approximately one year after the release of 
Mandate of Heaven they will be able to bring us Might and Magic VII: Master of the Dark. 
This all-new game is once again under the auspices of Jon. Van Caneghem, president and 
founder of New World Computing and @reato# of the worlds of Might and Magic. 
, g ge .¢ ns 
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Master ot the Dark 


Persistence of the Heroes world 
While they are pondering whether the Heroes of Might and Magic and 

Might and Magic worlds’ paths should diverge for future titles, Might and 

Magic Vil will take us back into the Heroes world, on another continent in 

Enroth, just after the end of Heroes III. Since there is a large crossover of play- 
ers between both series, there was a certain comfort level about merging the 
games’ stories. 

“A lot of people were complaining about the lack of storyline in Might and 
Magic VI," says producer Keith Frankhart. “It was a shame, since the characters 
of the Heroes world are just aching to be developed. Frankhart says, “I’ve known 
these people. | could introduce them to you if | met them on the street.” He and 
Van Caneghem agree that they were too busy inventing the wheel to pay 

enough attention to the storyline. ”...this was our first foray into doing the simul- 

taneous real-time and turn-based engine,” says Frankhart. Now that they have got- 
ten it right (well, almost right) it will be time to focus once again on character and 
story development. 
As we begin, we find that Catherine’s War has ended with the nations no better 
off than they were prior to the attacks of the dungeon keepers and necromancers. 
The human-elf power struggle known as the Timber War spills into yet another 
Timber War, this time with the humans solidly in possession of the contested lands. 
Near the end of Catherine’s War, the eight player party from Might and Magic III 
(remember them?) landed in the ocean in Erathia. They were hoping to 
%-_ find Corack, but when they lost track of their leader, they had decided 
*  toland their ship in a human environment and try to build a Gate 
that would lead back to the ancients. Luckily their ship’s computer 
contained “How To Build A Gate That Leads Back To The Ancients” 
instructions. (If it were anything akin to the Might and Magic Vi man- 
ual, however, they'd likely be out of luck.) 
After they tour Erathia, half of the faction decides that they'd like to 
stay right there—the Ancients aren't nearly as glamorous as they had 
once thought—and they planned to hang around and build 
technological weapons. The other half continues to plan The 
Gate. Unfortunately, technological weapon and Gate materials are 
about as easy to come by as plutonium in the 1940s, so each side 
needs to find allies to assist in its efforts. The good ancients turn 
to the Wizards, and the bad to the Necromancers. 

Enter Archibald. The wily brother appears in Erathia to cam- 
paign for additional support for his bid to the throne. Good 
King Roland is still nowhere to be found, and Archibald 
has a right to succession (although they are hinting 

that we will indeed find Roland this time around). 


The World of Emroth of Neen 
This game’s universe will be similar to World of Xeen’s in several ways. 
Most notably, there will be elemental plane areas, each of which will 
sport a repeating tileset that allows players to travel forever into the 
horizon. This makes an excellent baby-sitter. The appropriate elementals 
will appear, but players will not be able to use any magic of the oppos- 
ing element to fight them. Another Xeen element that we'll see here is 
the ability to teleport to other locations by means other than spells. 
Mirrors will probably not be used, but just what will has not been deter- 
mined at this time. 

Outdoor locations will consist of the original “contested land,” the site 
of the first Timber War, where elves and humans have at each other on a 
regular basis; the Human homeland, which houses the governmental 
body of the humans as well as some nasty swordsmen, pikemen, cross- 
bowmen, etc.; the Elven homeland, forested and hilly, with Elves (of 
course), Treefolk, and perhaps dragonflies; the Necromancer area, a 
swampy route to the underworld populated with undead; the Wizard 
area, a desert oasis with mages, rocs, and perhaps Golems; the Sky 
area—the Cloud City of the Wizards—guarded by angels, rocs, and per- 
haps Titans; the Underworld, guarded by powerful undead and demonic 
creatures; an Island, which is the home to two temples, and previous 
home to their two churches; and the Dungeon Keeper area, home to the 
Warlocks, where certain evil promotions will be handled—Beholders, 
Minotaurs and manticores can be found here. 

As in Might and Magic VI, almost all towns in the major areas will have 
a temple, but there is a major struggle going on amongst members of 
the design team as to whether or not temples will restore your mana as 
well as hit points. We vote yes. More blue bar! More blue bar! 


Are you a good witch or a bad witch? 

Your party begins in a town where the elves and the humans are battling 
it out, and the half-elves (whose town it is) just want to end the struggle. 
Your party of adventurers is initially neutral, and as the story progresses, 
you will decide whether you want to align yourself with the Wizard or 
Necromancer faction. The Necromancers need someone who will keep 
the fighting between the humans and the elves going for as long as pos- 
sible, so that these two groups will be weakened, and also because the 
corpse brigade makes a nifty army of undead. The Wizards, on the other 
hand, prefer peace so that they may devote attention toward eliminating 
the Necromancers. 

In Might and Magic VI, there are good and evil behaviors, but except 
when you are acquiring Light and Dark Magic mastery, it matters little 
one way or the other how you behave. Here, alignment will be crucial, 
and after a certain amount of time you must make a decision as to which 

faction to follow. You will be able to change after that, if you like, but 


‘A lot.of people were complaining 
‘¢ about the lack of storyline in Might 


id \ and Magic VI. It was a shame, since the 
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characters of the Heroes world are just 
/ aching to be developed. I’ve known these 
people. I could introduce them to you it 


I met them on the street.’—Producer Keith Frankhart 


not without some consequences—one of which might be unusable 
armor and weapons, many of which also pertain to your alignment. The 
final conflict is also very different depending upon your choice. 

The visual interface will change over time with respect to your affilia- 
tion. It will grow in beauty and life if you are good, and more and more 
Dorian Gray if you prefer evil. There will be a large improvement in NPC 
conversation along these lines as well. Before, NPCs might not offer 
information if your reputation was not up (or down) to par, but now all 
of the NPCs are fully scripted with appropriate behaviors and conversa- 
tion trees based on your reputation and affiliation. You will see change in 
the way they initially react to you. For instance, if you walk into a town 
full of goblins and you are a bad guy, they will smile politely and invite 
you in for tea, otherwise, they will fall upon you with pointy weapons 
and force you to watch Free Willy 3. 


While the art for the final interface isn't complete, 
these early shots of the new 3D accelerated environ- 
ments should give you an idea what to expect from the 
final same 
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Some cry because of the challenging gameplay. Others cry for their enslaved brothers. But 
most Mudokons cry because electrodes are attached to their tear glands, stimulating the ingredients 
for SoulStorm Brew, the best-selling nauseating elixir from SoulStorm Brewery. 

In the classic Oddworld tradition, Abe's Exoddus delivers more intuitive communication and 
entrepreneurial evil than ever before. Richer language. Lusher environments. Tougher challenges. 


Deadlier farts. 


Welcome to the tastiest gaming brew ever concocted. ~ : ner 
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Slap some sense into those Mutlokons 
- but look out for laughing gas! 


| Available at your love 
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IHlow do you spell majic? 
Skills and spells will now have three 
levels of expertise, Expert, Master 
and Grandmaster. This will not. . 
only give you more rea- a 
son to spend surplus 
skill points, but only 
a Grandmaster will 
be able to cast the 
eleventh spell in 
each discipline of 
magic—New World 
calls them “The Big 
Daddy spells.” (Come to 
papa.) The game will con- 
tain most of the old spells, 
with some of the more useless or _ 
non-targeting ones removed. ~~" 
These will be the new spells. 


FIRE 


WATER 


SPIRIT 


MIND 


BODY 


LIGHT 


DARK 


Spell Description 
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makes more sense 


To catch a fief 


One of the new aspects to gameplay will be the running of a fiefdom. At 
the outset, a local noble stages a scavenger hunt of sorts which your 
party, of course, wins. No matter which curtain you choose, the prize is... * 
lannouncer’s voice] your own fiefdom! [Applause.] 

The idea here is to immerse the party in more than the find-this-and- 
bring-it-back type of questing. This is not to say that there won't be that 
sort of thing at all, it just gives the player an ability to manage (or mis- 
manage) a realm in which he or she will build up a castle, hire advisors, 
make decisions regarding tax rates, laws, diplomacy and other questions 
of government, lending a sense of strategy to the game. 

Starting to sound like Lords of the Realm IIl? Have no fear, we are 
assured that this is only an “enhancement.” You will not be required to 


Some of the more lovely denizens of the Might and Magic 
world have received a facelift 


a 


© a) 


micromanage the fiefdom (although you could)—it simply serves as a 
foundation for the player, and since it is in the center of the war between 
the elves and humans, you will be under constant pressure to pick a side 
(and both sides want your tax dollars). If you are very diplomatic, you may 
end up with your own kingdom. 


Dressed to skill 

All skills from Might and Magic VI will return in Vil, with some modified to 
make them more attractive. If you found in the previous game that you 
had level 80 characters who were kicking serious butt, and you still had 
100+ skill points to distribute (so what good were they, anyway?), stop 
yawning. The Grandmaster level is born. Now all skills and spells will have 
a new high to reach, which will greatly improve skill point distribution, 
and take care of all those points you didn’t even bother to spend. Not all 
classes will be allowed to become Grandmaster in all skills; rather, some 
will be restricted from becoming experts or masters in certain skills, and 
some skills will be entirely off limits to certain classes. 

Some of the new skills we may see in the game are Armsmaster, allow- 
ing an increase in melee damage by non-spell users; Stealing, which will 
allow items to be stolen from shops and money from townspeople; 
Unarmed Combat and Unarmed Defense, which are, in essence, fighting 
barehanded (these skills will most probably be useful to the Monk class— 
a dabbler in the martial arts); and Alchemy, which allows the creation of 
potions and application of potions to equipment. 

Alchemy will be a lot more important in this game. Previously, players usu- 
ally found potions useless about one-quarter of the way through the game. 
Now, with this skill and some extensively improved reagents and potion 
effects, there will be a good reason to use them throughout the game. 


N ew World's new world 
While most players were totally addicted to Might and Magic VI, it's fair to say that it does 

have its share of problems. Lets take a look at some of the enhancements, additions, and 

fixes in the upcoming game. 

Anyone who did quit the game in frustration did so because of the combat. Too many, 
too much—a Lich in every closet, two Hydras in every garage. According to Van Caneghem, 
“Everything we put in it was kind of best guess, so [the combat] came out kind of heavy. So 
what we're trying to do for V// is instead of making lots of little battles everywhere, we’re mak- 
ing fewer but more important ones that are more planned out.” Hooray. 

They're going to fix the manual. Instead of, er, no information, there will be detailed lists of 
skills and stats so that you will be able to know what you're getting into when it comes to charac- 
ter creation. A lot of players were not happy with their initial blind choices in Might and Magic VI. 

They are working on the ability to annotate your automap, and also provide more detailed 
log information. In the previous game, when you went to gain Expert status in a particular skill, 
the expert instructor told you who the Master trainer was... but by the time you reached 
Master status, of course you didn't remember that Phlogman Schlookmeer the Teacher was in 
the third hut from the left in the second northwest cluster of houses in Freehaven. Now the 
autonotes and annotation will provide some of this information. 

One of the largest changes will be the addition of monster vs. monster co hat. You 
will be able to view them fighting, join in, summon creatures, or trick them inko fight- 
ing with one another. Instead of merely facing monsters head-on (they previoWs, 
had only face-ahead animation), you may now expect them to walk behind : 
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game to put you in the center of the vast STAR TREK® universe. Control one of five alliances, 
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Klingons,” the entrepreneurial Ferengis” and the ruthlessly efficient Cardassians.” 
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Promotion | CHAMPION BLACK KNIGHT 


31) Armory—the height of fashion in Erathia 


you, and attack you or each other from the other direction. The number 
of monsters per area will be increased as the engine now provides for 
more “monster slots.” Previously when they ran out of monster slots, 
they were left with the necessity to have a few unisex towns because of 
only one slot left for peasant characters. You didn’t have to worry about 
what all of those identical women in Ironfist were doing at night, though, 
since they never left the streets. But this too shall change; most people 
will go away at night. The principle factor in adding people-slots was the 
introduction of the Thief class. Thieves in town require guards in town. 

Probably the most-suggested feature that we will see is the ability to 
move during turn-based combat. Previously, you had to leave turn-based 
mode, move and then return, giving the monsters an additional round of 
hits. Now, you will go into turn-based mode, a certain amount of time is 
allocated to combat (i.e., two swings of your sword, or whatever), then at 
the end of that time movement takes place. You get to move, and then 
the monster gets to move—each for a finite distance. You still can’t run 
away from the monster (unless you’re faster) but movement is separate 
from combat. 

What did people ask for that will not be implemented? Two things of 
note: first, the ability to pick up and drop off characters at will. Have your 
way with them, then toss them by the roadside, yeah, that’s the ticket; 
and next, mouse look. They do plan on including both of these in the 
next sequel or the following one (it must be nice to be that confident 
about future releases). 


Finally 5D... 


The characters will all be fully rendered, no more twitching digitized 
actors who became very annoying after a while. Van Caneghem laughs. 
“It was the path of least resistance. We had to make 800 face frames just 
for player characters.” In our early visit to New World to see Might and 
Magic VI, we saw the thousands of proofs for these shots. The “insanity” 
faces were a bit over the top, but the “constipation” faces (straining, 
actually) were unequivocal. 

And finally, the game will have full 3D hardware support. It would 
have been strange had they not jumped on the hardware bandwagon 
this time around—everyone else has—and on borderline level machines 
Might and Magic VI was quite choppy. (Van Caneghem joked that one 
user that was playing the game on a 90MHz Pentium wrote New World 
to complement them on the game’s “step-based movement.”) According 
to Van Caneghem, the addition of 3D accelerator support allows “more 
complexity of 3D objects and better lighting.” Don’t worry about a 
hybrid, though (even though it now has 3D action with strategy ele- 
ments). “It’s not going to play like Quake,” says Frankhart, “It'll never play 
like Quake. That's not what this game is. This game is an RPG, this game 
is all about that genre. It is not an action game. And | promise with my 
last gasping breath that this will stay an RPG. Pure.” His last gasping 
breath? We can’t ask for much more than that, can we? 
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Something old 

The motto of Civilization: Call to Power seems to be “if it ain't broke, 
don't fix it.” Fans of the previous games will find this latest incarna- 
tion comfortably familiar. The basic “look and feel” of the series is 
intact, albeit substantially enhanced. The game plays out on a tile- 
based overhead map, similar in appearance to Civilization II. And 
despite the industry trend towards real-time strategy, Cal/ to Power 
will feature traditional, turn-based play. 

The classic gameplay elements are all included, from explo- 
ration, colonization, land improvement, and labor distribution to 
trade, war, diplomacy, and the research of new technologies. Best 
of all, the open-ended nature of Civilization has definitely been pre- 
served, and even expanded in places. “The first thing we did when 
starting to design the game,” Barajas says, “was to look at the genre 


which provides a considerable number of macromanagement fea- 
tures. From the ability to control all your cities from a single screen 
to the option of queuing units for future production, the focus 
seems to be on convenience. “A streamlined interface was critical,” 
says director Barajas. “We tried to make a dynamic interface which 
allows people who want to micromanage all the tools they need to 
do so—even improve them to make it easier. And also to give the 
people who don’t want to micromanage easy ways to macroman- 
age, so that they can focus more on the big picture.” 

Another improvement is the ability to access many city and unit 
functions from the main map screen. As Barajas explains, “The main 
goal in interface design was to make the game move as quickly and 
easily as possible, and not to take you out of the game experience. It’s 
sort of a pet peeve of mine when | have to go to separate interface 


i ‘We bewe ne alliance with your nation, though pou see fit m mexpacs across the sovereign 
bunds of Bardalrania. you do net leave eur buts brunedingely, we will act according). 


Ah, the simplicity of the ancient world, when exploration and 
expansion are your most important goals 


and the previous games and say, ‘What makes Civilization so great?’ 
So there're two things we really focused on when we were making 
our design—number one, the fantasy of civilization, which is pret- 
ty simple. There’s something really cool about seeing your little set- 
tlers and then watching them grow into this beautiful civilization at 
the end of the game... it’s such a powerful buzz! Number two is the 
sheer variety of strategies. | don’t think a mission of Starcraft, which 
is a great real-time strategy game, can even come close to having 
the millions of possible strategies that literally exist in Civilization.” 

Even in the early version we previewed, Call to Power offers plen- 
ty of opportunities for cultural and technological development, 
plus a wide variety of diplomatic and wartime options. Assuming 
that the opponent Al in the finished game is as elaborate as 
Activision has planned, even the most seasoned Civilization player 
should find new strategic avenues to explore. 


Something new 
Of course, the exciting part about any new Civilization installment 
isn't its similarity to the previous games, but rather the enhancements 
and additions it brings to the series. Cal/ to Power's most obvious 
improvements are its updated graphics. and re-designed interface. 

The world and city graphics have been greatly enhanced. High- 
resolution tiles lend the landscape a sense of depth, almost as if the 
action were playing out on a topographical survey map. All unit 
sprites now have eight directional facings, and animate when they 
move, attack, or defend. Some have victory animations, and others 
have dramatic little deaths. In order to make the attributes of a unit 
more obvious to players, the sprites also graphically depict their 
abilities—so a unit with high attack power will actually look burlier 
than a lower-powered unit. 

But the true star of Call to Power is the game’s new interface, 


A wide array of intriguing high-tech units give you new and 
more expensive ways to get yourself in trouble 


screens to conduct common things | have to do throughout a game.” 

The scope of the game is also expanded, covering an additional 
1000 years of cultural and technological development. No longer 
merely a space race, the non-conquest endgame goal is now a 
search for extraterrestrial life. A variety of possible futures are avail- 
able for that new millenium, each with their own cultural and artis- 
tic flair. Barajas and her team are very excited about this new fea- 
ture, and its impact on gameplay. “If you have a Blade Runner-style 
future,” she says, “it’s because of some critical decision you made 
somewhere along the way. Or if your empire is a peaceful Star Trek- 
type future where there’s promise and egalitarianism, it’s also 
because of decisions you made.” 


Something borrowed 

Although Call to Power will be turn-based, the development team 
has obviously given a lot of thought to the convenience features of 
real-time strategy games. Play will no longer stop when your oppo- 
nents are taking their turns; instead, you'll still be able to view your 
cities, and select unit movements and actions to be performed on 
your next turn. In order to speed play, incoming messages and 
reports will now appear as icons along the left side of the screen, 
picture-coded by their contents. You can read them whenever you 
like, or simply dismiss them, unread. 

Although hot keys are still available for many actions, the mouse 
will play a greater role in unit movement and command. Left-click- 
ing will select a unit, right-clicking will select its destination. If the 
destination you choose is further than the unit can move in a sin- 
gle turn, it will go as far as possible and then continue on the fol- 
lowing turn. Units can be grouped together and moved or com- 
manded as a whole. Military units can even be sent on patrol, or set 
to actively defend against enemy incursions! 
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i IR addition to convenience pagsipese Actheislon. has baste ‘another page 

_ from the real-time strategy book. As Barajas and her team discovered, “The trend © 

- inreabtime strategy games is to have more special units, morphing units, stealth 
__units... this shows that people want more tools to allow them to take unconven- 

a ~ tional approaches. We’ re going to give you lots of tools to make your own strat- 
EPO SCRE 

Baked These tools, it seems, will include. a large number of. new Buildings and 

arab ae Wonders, plus a greatly expanded selection of units. Alongside the traditional 

ee settlers and military troops you'll now find lawyers, priests, corporate raiders, eco- 

heron hover-tanks, bio-warriors, low-orbit hhc and even something 

~ which looks. an awful lotlikea‘Mech. | 

3 _ Why so many new units? The game's designer, William Westwater, wanted to 
ae ™ give players as many options for unconventional warfare as possible. Sonow,in 
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: Players will not only have a chance to test their new strategies against the | 
game’ s Al, but also against their fellow humans. Multiplayer support was built © 

into Call to Power from the very start. This feature was an absolute necessity, 

bs according to Barajas. “Wsa compliment to Civilization II that it could sell so well 
3 a and not have slg doce in it, even in 1996!” ; 


| Sometbin blue 
Aaf there's one feature which took us completely by surprise, it’s the new avenue for 
_ expansion. Not only will Call to Power let you explore and develop the standard 
types of : terrain, but you'll also have the option to colonize the ocean uid and 

the vacuum of space itself. 

pe RN, The folks at Activision seemed particularly gleeful about springing this news 
on us—it’s one of the team’s favorite innovations. “We recognize that there are 
i _ two types of players,” Barajas says, “the military player and the person who likes 
aa toowdleh their civilization develop and get bigger. So Space and Undersea real- 
j yy embody those two principles. Space is the most hyper-violent part of the 
game, because of the increased movement ability. And the Undersea is very rich 
i vin resources, sO abel can | really expand and a They both come in n towards 
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the last part of the game, where they can help to end things 
with a big bang.” 

Westwater agrees. “When you get well into a game and 
you know you've already won, when there’s no reason you 
shouldn’t win fairly easily, but you still have to play another 
10 hours in order to finish, that’s not much fun. So what we 
did is design both Space and Sea as methods for you to take 
that assured victory and quickly get to the final conclusion.” 

In Call to Power, Space is represented as a gray layer 
overlaying the main map. You can still see the tiles below, 
and many space-based units are capable of attacking 
ground-bound targets. With the proper technology 
advances, you can build floating fixed-orbit colonies and 
hydroponic farms. Although Space provides few resources, 
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te 


The ocean floor provides a whole new opportunity for 
exploration, development, and giant squid farming! 


these orbital cities are nonetheless extremely desirable, 
since they produce unique, high-powered units. Movement 
costs in Space are extremely low, so space-based units can 
cross vast distances in a single turn. In testing, the team 
found it helpful to not only colonize the airspace directly 
over their own cities, where several ground-based units can 
be used to protect orbital cities, but also to place an instal- 
lation or two over a lower-tech opponent to keep a heav- 
enly eye on their progress. 

Undersea, of course, is represented in the ocean squares of 
the main map. This area is chock-full of resources and is a 
tempting prize for the expansion-minded player. Once the 
appropriate technology has been discovered, you'll be able 
to construct Atlantean cities and Chunnel-like passages. 
These passages not only function as roads between your 
aquatic colonies, but they’re also a great way to move troops 
from one continent to another without your land-bound 
opponents’ knowledge. Unfortunately, if an enemy does hap- 
pen to spot your ground troops entering a tunnel, and has a 
unit available to sabotage it, those little soldiers may end up 
with nothing to breathe! 

Just as in land warfare, it’s always a good idea to make sure 
that your Space and Undersea movements are carefully cho- 
sen with the enemy’s capacity for treachery in mind. 


And a lucky sixpence 
Finally, of course, there's the subtle art of supplying your civiliza- 
tion with enough cash to maintain those underwater cities and 
orbital goodies. And that means trade. 

“Trade was the one part of Civilization Il which seemed a lit- 
tle bit separated from the rest of the design,” Barajas admits. 
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“You could trade silk and coal and things, but they had nothing to do with the map 
itself, you didn’t have to find those specific resources in order to trade them. We've 
integrated everything into the new design, so that trade is dependent on the resources 
you find on the actual map. The goods you see are the goods that can be traded.” Since 
the goods are actually visible on any given map, there must only be a limited supply of 
each one. So the more of one resource you can collect for your cities, the higher price 
you'll be able to ask. It’s even theoretically possible to obtain a monopoly on a single 
resource, thus guaranteeing top dollar from customer cities. 

Not only are the resources now visible, but so are the trade routes themselves. If, 
for example, you have a pearl trade route between two cities, you'll actually see 
pearls traveling from one to the other, Westwater explains the sneaky reason behind | : : 
this change in design. “Now that trade routes actually exist in the world,” he says, | “7 oo 
“they're also vulnerable targets for piracy! You can make money by going off to your } q 
enemies and snagging on their trade routes. It’s not an act of war, so you can nail 


Certain orbital units are specifically designed to attack unsuspecting 
ground targets 
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them without actually causing war, and there’s even a good chance you won't get 
caught. You can also extort from other people, going to them and saying, ‘If you give 
me money, I'll give you an agreement for no piracy.” 

Speaking of extortion and agreements, the game’s diplomacy system is also 
receiving a complete overhaul. According to Barajas, diplomacy is one of the 


most important aspects of Call to Power. “In Civilization II, the diplomacy messages | Flight model tested by Yuri Prikhodko, Russian 
you got from your Al opponents really made it feel like you were playing real peo- MiG-29 test pilot/cosmonaut 
ple. We wanted not only to maintain that impression, but expand it, which we've | 
done by adding more types of personalities to play against, and more diplomatic Fast and furious 3Dfx"" supported combat with 
actions to take,” ! 3 - | high definition graphics (1024 x 768 
lf everything works out according to design, the opponent personalities should Bi 
be highly realistic. A stronger neighbor might stop by to bully you, threatening your with Vootioa2 ") 
cities or making demands. A weaker opponent, on the other hand, particularly one Highly detailed interactive cockpit 
with whom you've been cordial, would be more likely to plead for your help. Some 


of the new diplomatic options seem particularly useful—you can demand specific 8 different camera views for exceptional 
cities from your enemies, or even from your allies (if you want to trade cities to rein- situational awareness 
force your borders or enhance resource pools). In addition, you can ask your human 


or Al allies to attack a specific enemy city, which makes coordinating a war much | Over 40 stand alone single-player 

simpler. For you closet tree-huggers, there’s even an option to request or demand an cooperative missions 

anti-pollution treaty. Helpful stuff! E ee 
Large-scale Internet play via NovaWorld"— 

Dearly beloved go head-to-head with over 120 F-16 Multirole 

For many strategy gamers, the devotion to Civilization goes beyond mere addiction Fighters™, MiG-29 Fulcrums and F-22 Raptors™ 


and into the realm of religion. With that sort of series expectation, Activision has 
their work cut out for them. Let's face it... Sid Meier is a hard act to follow. But from 
early indications, it seems that Barajas, Westwater, and their team of strategy fanat- 
ics have the task well in hand. If the remaining features are as enjoyable and solid as 
those which are already implemented (during the entire preview, we saw nary a sin- 
gle crash), Civilization: Call to Power will have the distinction of being not only a wor- 
thy successor to the throne, but an excellent game in its own right. Civilization fans, yA ii od: 
welcome to the future. = | a PS 


NOVALOGIC IES — NOW PLAYING ON novaworld net P, 


© 1998 Novalogic, inc. 
“With purchase of any NovaLogic product. NovaLogic reserves the right to change the terms of service al any time. 


16-bit color | 
with real-time | — 


Out i unk: 


TA, 
Sah heheed sat 


11 plot-twisting 
chapters 


7 remigene ¥ZN 


ae 


nd of five characters on 
—* ! come mad man 


"...amazing ...visuals and racing depth!" 
- Next Generation Online - 


...the racing equivalent of Unreal!" 
- GamesMania - 


",..the most visually impressive 


...combat racing game...” 
- Adrenaline Vault - 


",..0ne hell of a ride!" 


- GamePower - 


Dethkarz © 1998 Beam International. Dethkarz is a trademark of Beam International. Melbourne House is a registered | 
reserved. Windows is a registered trademark of Microsoft Corporation. Published by Melbourne House and Distribute 


Set new speed records and rack up kill counts 
on the 12 fastest tracks on Earth and beyond 


Take your pick from 12 combat racing 
machines tooled up and ready for mayhem! 


Go high with jumps and stunts at 60 plus 
3D-accelerated frames per second, and land hard 
with force feedback-enhanced collisions and combat! 


Race fully loaded for combat with over 
10 futuristic weapons and shields. 


Exclusively Distributed by GT Interactive 


-melbournehouse.com/dethkarz 
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Il quiet on the northern front... so far. | used my jetpack to 
crest the hill. There was the bridge; the enemy was mostly 
likely going to come from there. Tapping a key, | entered © 
zoom mode and trained the crosshairs on the far end of the 
bridge and waited.... 

Soon a figure entered my sights. | prepared to cut him down until | noticed 
he was a team-mate... a “fellow tribesman.’ I'd better cover for him. When he 
got halfway across the bridge | saw him get cut down, and quick. A red laser 
beam cut across his body, coming from the flanking hill. | upped the zoom, saw 
the sniper, chose my own “red beam” laser, and cut him in half where he stood. 

Time to move in myself. | had a flag to take. Running, jumping, and using 
| my jetpack liberally, | made for the bridge, explosions going off all around 
me. Just as | made it across | saw two enemies flying over the hill in their own 
spectacular jet-jumps. | dodged left, turned and cut one down while he was 
still in mid-air! | switched weapons, and lobbed a grenade at the second. 
BOOM! Two down! | made for the enemy structure and was — cut 
down from someone hidden at my flank. 

A voice came from the speakers: “How did that feel as 


“Betcha that was ‘Yobber,” said the Sierra PR representative at my side. 
“He's been hanging out here a lot. You probably made him mad when, you 
cut him down just a couple minutes ago.” 

Sure enough, it was “Yobber.” AARGH! Those damn 12 year olds... 


Earthsiege 3.5? 
Eugene, Oregon developer Dynamix, a division of Sierra, once made a 
very good game for Activision called MechWarrior. They had this nice lit- 
tle giant robot engine but were shut out of developing MechWarrior 2. — 
Instead, they started from scratch and gave us EarthSiege, which natural 
ly lead to EarthSiege 2. 

Jump ahead to 1998. The series has indarasne a name change, from — 
EarthSiege 3 to Starsiege, and they are expanding the franchise with 
Starsiege: Tribes, a whole new game that foregoes the “giant robots” in 
favor of small-unit infantry operations. The “Tribes” of the name refers to 
the warring clans that exist in the story line, and real-world equivalents 
are sure to spring up all over the ‘net when the game appears on shelves. 
Imagine Quake Ii with wide open apates teams, anc where “camping is 


fers 
see 


not only tactically sound but a part of the dynamic of the game. 

The game takes place about 1,000 years in the Starsiege future. 
Mankind is in the grips of war for territory in the vast reaches of space. 
But this war isn’t made for the use of massive Hercs—it’s up close and 
personal. Rival tribes of men and women don protective suits of pow- 
ered armor, the latest weapons, and jet-packs to duke it out on alien 
worlds in a style much like Heinlein’s Starship Troopers (the novel, not the © 
film). At its most basic, this game is more of a 3D action shooter, played 
either in first or third-person, and is geared almost exclusively toward 
multiplayer play. 

The single player training missions actually sound pretty cool. They're 
not simple deathmatch stuff, but actual missions that force you to prop- 
erly utilize a squad of your own men to take over a structure or attack an 
area. Additionally, the release version should include a mission that lets 
you play a “capture the flag” game in single-player mode. 


Uh-oh, primarily multiplayer? 

While it’s true that Tribes will ship with single-player missions, they're most- 
ly designed to provide adequate practice for the multiplayer tactics that 
will be the game’s main focus. Sierra is claiming that Tribes will support up 
to 32 players in multiplayer. The mission structures in this mode are more 
goal-based than in other games. For example, in “capture the flag” you 


between outdoor and indoor scenes, despite the wide expanses of out- 
door terrain and the complex interiors. 

Not surprisingly, you'll want a fast 3D accelerator to take advantage of 
all of this eye candy. The game will have lighting effects and dynamic 
explosions that will reward those with faster systems. The game will sup- 
port Glide (3Dfx’s proprietary driver) and OpenGL. The engine is really 
impressive and features three geometry engines for drawing buildings, 
characters and even morphing and deforming the terrain as the action 
gets heavy. 

Weaponry is fairly textbook for a 3D shooter. They consist of two 
types: energy weapons and projectile weapons. For energy, we have 
the blaster (much like Quake I/, but ammo is limited), Plasma 
Launcher and the long-range Red Laser. Projectile weapons consist of 
a chaingun, a grenade launcher (with a very long range) and an 
explosive disk shooter. 


A “full-featured” suit(e) 


The armored suit has a few other tricks up its mechanized sleeves. 


sess weiss? PS 
ee MESS Meee dl 


could send three guys to set up sniper positions on hillsides, one to guard 
the base and your flag and the rest to infiltrate from all sides. Since battle- 
fields will mostly be outdoors, the prospect of flanking and sniping are 
wide open. It’s not hard to imagine sitting atop a base or on a tower, com- 
manding a bird’s eye view and watching as the enemy crests the hill, in 
force, something few games have managed to properly simulate. 

Additionally, players can opt to stay on a mission map screen (the 
Commander screen) and command the squad. This screen allows a 
commander to find holes in the defenses and invites on-the-spot 
strategic thinking. 

Internet-based tribes can create their own team logos and colors as 
modification files, or skins. Your enemy will have to download and install 
these for them to work, but since other less team-oriented games are 
inspiring just this sort of “clan patriotism,” it’s clear people are ready for 
this sort of minor annoyance. 


Wide open worids to conquer 

Graphically speaking, this game is gorgeous. Sporting the same 3D tech- 
nology that powers the upcoming Starsiege big robot game [CGS+ 95], 
you get to navigate hills, valleys and bridges. It also seamlessly switches 
between indoor and outdoor environments, something few games have 
managed successfully. Best of all, there is absolutely no load time 


al 
{ Team Diamond Sword created. 

| Team Blood Eagle created. 
| Demo Guy joined the game. 

} Player Demo Guy score = 6 

\ Demo Guy joined team Diamond Sword. 


pty 


While the game can be played completely in third-person (ala Tomb 
Raider), pressing a key allows you to switch to the familiar Quake-style 
first-person view. Third-person is excellent for seeing what is going on 
around you, but first-person is better for killing. Additionally, there is a 
very handy zoom-mode available—which can be used even when run- 
ning—that gives you crosshairs that make sniping a snap. Suits are 
equipped with limited power jetpacks that can mainly be used to facili- 
tate longer, higher jumps. After playing for only a few minutes, it 
becomes second nature to run up a hill with the enemy on your tail, 
use the jets on the crest and then switch to zoom mode and pick off 
the opposition. It is this kind of acrobatic, tactical thinking that makes 
the game refreshing. 

With 20 scripted multiplayer missions, a handful of single-player 
training missions, a deathmatch level editor, killer graphics and unri- 
valed squad-based tactical combat, Starsiege: Tribes looks like it has the 
potential to make a huge multiplayer splash when it appears on 
shelves in November. 

Starsiege Tribes + Sierra * www.sierra.com 
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Improved Combat AI. Comprehensive RPG System. 


FALLOUT 2: A POST-NUCLEAR ROLE PLAYING GAME ©1998 Interplay Productions. All rights reserved. Fallout, Interplay, the 
Interplay logo, Black Isle Studios, the Black Isle Studios logo, and “By Gamers. For Gamers.” are trademarks of Interplay Productions. 
All rights reserved. Windows®95 and Windows®98 are’registered trademarks of Microsoft Corporation. All rights reserved. Ail other 
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FASTEN YOUR STRAIGHT-JACKET. IT’S TIME TO IMMERSE YOURSELF IN THE CHILLING ‘WORLD OF JOHN SAUL’S 
BLACKSTONE CHRONICLES: AN ADVENTURE IN TERROR — THE FIRST COLLABORATIVE EFFORT 
BETWEEN NY TIMES BEST-SELLING AUTHOR JOHN SAUL AND LEGEND ENTERTAINMENT. STUNNING 24-BIT 
ARTWORK SURROUNDS YOU IN THE EVIL THAT IS BLACKSTONE ASYLUM — WHERE TORTURED 


SPIRITS FROM THE PAST OFFER YOU THE ONLY HOPE OF SAVING YOUR MISSING FAMILY. 
AND YOUR SANITY. BON APPETIT. JOHN SAULS AAU 5) UG) QB RO)NIcEs GIS NONNI (GIO @ONy| 


cow Jblackstone Chronicles 


John Saul’s Blackstone Chronicles: An Adventure in Terror ©1998 Mindscape, inc. All rights reserved. John Saul’s name and likeness are the property of John Saul. 
The original novel “The Blackstone Chronicles” ©1997 John Sau!. Used under license by Mindscape, Inc. in conjunction with Legend Entertainment. 
Windows is a registered trademark or trademark of Microsoft Corporation in the United States and/or other countries. All other trademarks and 
copyrights are the property of their respective holders. 
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‘TREMBLING. BLAGK WITH 
BLOOD. HEAVY FOOTSTEPS 


DISSOLVE INTO A STEADY 
* RHYTHM OF THUNDEROUS 


BLASTS. MINDS AND LEGS. - 


NUMB. GET TO THE HILL. 
FIERY ARROWS RAINING FROM 


+ 


_ ABOVE, BLACK WAKES WEAVING A SUFFOCATING | 
BLANKET OF FEAR. MY MEN CHOKING THEIR | 
“FINAL, BREATHS. JUST MAKE IT TO THE HILL. 

SCREAMS FROM BEHIND? ARE WE FLANKED? | 
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The Beachhead at Tyr 


You're losing men. Can keep your composure? In 

Myth Il: Soulblighter, panic is your greatest enemy. It's up 
to you to remain calm and focused during the frenzy of battle. 
You devise the strategies. You make the crucial decisions. 
Move forward with the mission and risk massive casualties, or 


retreat and live to fight another day? Time is running out. 
The wrong decision may cost you half your , 
men. No decision will cost » | 
oe ou your entire army. 
hat's it going to be? 
To order Myth II: Soulblighter * 
call 1-800-295-0060 or visit our 


website at www.bungie.com. 
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Another Sunday drive in the city... 


t's hard not to admire a game like Carmageddon , 
one that so gleefully embraces anarchy and feels 
comfortable being a symbol of the decline of 
Western civilization. While it should be horribly offen- 
sive, the truth of the matter is that it’s more /tchy & 
Scratchy than Natural Born Killers, so over-the-top you 
can’t help but throw your tasteful sensibilities out the 
door. Thank God it’s not trying to be realistic. 


Bearing the subtle subtitle Carpocalypse Now, Carmageddon 2 features What set the original game apart from other like-minded games was 
the same basic storyline as the original—that is to say there is no story- its physics engine. Never before, and never since, has there been an 
line whatsoever. You drive around huge environments trying to win arcade game with such amazing physics. Carmageddon 2 retains the feel 
races, only the winning conditions vary from the usual race game staple of the original, and that’s a good thing. Cars still fly through the air and 
of “cross the finish line before everyone else.” Instead, you can kill all of do incredible barrel rolls. Powerslides are the order of the day, and are 
your opponents or run over every single pedestrian in the game world. handled in a realistic manner. Collisions are bone-crunching, and dam- 


Carmageddon 2 also includes new mission-based levels, 
where you'll have to do things like destroy certain 
objects or slaughter certain characters. According to 
David Ratcliffe, Development and Operations Director 
of SCi, the UK publisher of the game, this change is 
designed to enhance the game. “We've tried to make it 
more exploratory, rather than just racing.” 

The game will ship with 40 vehicles, of which you'll 
be able to drive 20. There will be 10 different racing 
environments, each 
with three separate 


age affects han- 
dling and is visibly 
rendered on the 
vehicles (they can 
now break in two). 
New for the sequel 
are Car parts that 
fly off, and even 
they can collide 
with in-game 
objects (the first 


tracks. Some of the We went skiing this past time your bumper 
areas include: weekend... sticks out of the 
Junkyard, Airport ' side of your car 
(planes will be taking There was a lot of traffic and takes out a 


at the airport... 


off and landing while 
you're racing), Indy 
Race Track, Olympic 


pedestrian you'll 
be laughing, or cry- 
ing, hysterically). 


Ski Village, Quarry, The original 
Dare Devil Stunt | ae ; | game came under 
Track and Fair, eau * mi oA ay STRTES: DEZES BND CMF RSES ene z= some criticism for 


Aircraft Disaster, 
Desert, Nuked City 
Ruins, and the leg- 
endary Twin Shrieks. 


its crude graphics, 
so the sequel sports a number of modifications 
to the 3D engine. The game will ship with both 
Direct3D and Glide accelerated versions. Where 
There will be more the pedestrians in the previous version were a 
opponents per race, | bunch of ugly sprites, they're now polygonal. 
and the Al is being _) Bees FS ae : “2 } Their actions and movement are driven by the 
tweaked so that i 7 TES physics engine, so they'll realistically fly across 


everyone doesn’t the screen and split apart when hit (or dragged 
immediately attack by your car). 


you—instead, they'll While the game will support eight player 
play it somewhat multiplayer via a LAN, Ratcliffe says they're hav- 
cool unless you start ing a lot of difficulty getting the game to work 
attacking them, at over the Internet. It seems the pedestrians are 
which point all bets the problem, as they use the physics engine for 
are off for this, and movement, therefore their positional data 


future, races (they needs to be transmitted to every client. 
remember your heinous crimes). And yes, all of those really weird power- You'll be able to get in touch with your inner Beavis this December, 
ups will still be present, from the old “Pedestrian Electro-bastard Ray” to when Carmageddon 2 will fill the holiday season with its particular, and 
the new “Oil Slicks from Your Arse.” Finally, in a true stroke of brilliance, peculiar, form of Christmas cheer. -Steve Bauman 

replays can be saved as QuickTime movies. Carmageddon 2: Carpocalypse Now * Interplay * Windows 95, MacOS 
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Try the hot new computer game Guns & Ammo: 
Now at Wal-Mart. 


Have fun, test your skill, compete with friends, relieve tension, try a hundred different 
_ kinds of guns. It’s all yours with the new PC compatible game, Guns & Ammo”. 


Rifle range, skeet range and pop-up targets along with the military, high tech and 
| vie collectible guns and authentic sounds, make this a must for shooting enthusiasts. 
Poe eg Add to that Wal-Mart's Every Day Low Price, and you've got a sure fire winner. 
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n a world going to Hell in a handbasket, you've got to figure that 
there'll be people wanting to take advantage of the situation. Some 
may be politicians, some may be industrialists, some may even be 
journalists; however, you know there are going to be folks out to make a 
buck or to gain power or wield influence (and probably all three). One 
type of advantage-taker is the mercenary, the gun for hire. Of course, the 
amorality of the mercenary culture means that any allegiances are based 
on expedience instead of honor; should the situation warrant (in other 
words, should things go bad), the merc in the field may find himself or 
herself left to hang (literally). And that is just what has happened to the 
player at the start of Shadow Company, the upcoming real-time tactical 
game from Interactive Magic and developer Sinister Games. 

Imagine a game that mixes the settings and tactical play of Wages of 
War or Jagged Alliance (especially Jagged Alliance) and the look and feel of 
Myth and you’re well on your way to picturing Shadow Company. The 
game places you in control of a team of mercenaries (up to twelve ona 
mission out of a possible pool of about 30). Like Jagged Alliance, the mer- 
cenaries you hire have their own skill sets, personalities, and voices. Unlike 
that game, the Al opponents also have full personality models, so one 
character (be it friendly or enemy) may react differently than another. 

The game has a selection of 10 single-player “campaigns,” each of 
which takes place in a differ- 
ent part of the world (you'll 
also be able to play online, 
either cooperatively or head- 
to-head). The campaigns 
themselves are linear (as you 
work through them you 
begin to learn the back- 
ground of the conspiracy that 
left you for dead), but the 
game doesn't use a scenario- 
based system within a cam- 
paign area. Rather, as you 
capture objectives more of 
the map opens up, giving you 
access to more objective 
areas, which you can then 
assault as you wish. Because 
of this “opening up,” anything that happened 
before you achieved your earlier objectives 
carries over—buildings are still destroyed, you 
still control vehicles you captured, and any 
mercenaries you lost are still dead. 

Unlike Jagged Alliance or Wages of War, the 
game is played out in real time across a 3D 
modeled landscape. Everything in the world is 
3D, including vehicles and individuals (indeed, 
this may well be one of the first strategy games 
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Your team of three mercenar- 
ies makes short work of oppo- 
nents in this small Bosnian town 


Your mercenaries can run, 
crouch, crawl, climb, and more; 
they’re also intelligent enough to 
shoot when they have achance | 
(unless you tell them not to) and 
to avoid danger if necessary (and 
depending on their personality) 


Fighting in the shadows of 
the geopolitical stage 


A heavily defended base. Hmm, what if you could 
turn those defenses to your advantage? | 


that requires a 3D accelerator card), and pretty much every- 
thing is deformable (usually via destructive means). Your 
“flying carpet” viewing system is much more flexible than 
Myth's: you can drop to an angle barely above ground level 
to get a mercenary’s-eye view, or fly up to nearly vertical for 
a helicopter-like view. Physics play a big part in the game; 
from the aforementioned deformable terrain to vehicle movement to little 
details like the tilt of a helicopter’s rotor blades as collective is increased. 

Characters can use a wide variety of equipment, from personal items 
like scuba gear, flak jackets, snow shoes, and weapons (/ots of weapons) 
to vehicles like boats, helicopters, infantry fighting vehicles, snowmo- 
biles, and maybe even tanks. Because the game is real time and because 
a campaign runs continuously between objectives, you'll see day change 
into night and back again, and experience dynamic weather effects 
appropriate to the region you're fighting across. 

|-Magic isn't going into detail about the objectives you'll face, 
although the types of structures they say you'll encounter give some 
hints: prisons, biotech compounds, submarine bases, and oil platforms 
are all things you'll run across. The game was in a pre-alpha state when 
we saw it, but they already had one area they could show off. In it, one 
objective is to keep a civilian bad guy from escaping in an airplane. Just 
how you do so is up to you: get to the airfield and blow up the plane 
before he arrives, ambush him on the way, or catch him at the airfield. 
Anything you do, though, will have consequences that carry through 
that campaign and into the rest of the game. 

For a game due to ship early in 1999, Shadow Company has had an 
amazingly short development time; from no game at all until the pre- 
alpha we saw in September, the game 
had seen only nine months of develop- 
ment. Considering the amount of work 
apparent in what we saw, this is a signifi- 
cant achievement in a world of 18-24 
month development cycles. However, 
we still need to wait for the game to fin- 
ish its training before we'll decide 
whether or not to buy into this Shadow 
Company. —Scott Udell 

Shadow Company ° Interactive 
Magic * Windows 95, 98 
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Now AT&T WorldNet® Service brings you 
GameHub* on a blazing T45 connection — 


at speeds you’ve never felt before — for 
only $4.95 a month. 


GameHub, AT&T WorldNet Service's new Gaming 
site, has today's hottest games — like Unreal, 
Forsaken, Total Annihilation and all 
the rest — at speeds that will blow 
you away.* And there's no faster way 
to the Internet, 24 hours a day, than 
AT&I WorldNet Service** With 
Excite Online,” powered by AT&T 
WorldNet Service, you'll also get news, sports 
and links delivered right to your screen when 
you log on. The good news? AT&Il WorldNet 
Service is only $14.95 a month’. And for only $4.95 
more, you get the amazing GameHub. So call 
today or download the AT&T WorldNet Service 
software. And remember, don't shoot ‘til you see 
the greens of their eyes. 


Download free software right now at: 


www.att.net/wns/plus or call 


“The game looks beautiful. The 3Dfx graphics that I saw were flat out amazing. -Game Pen 
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Presenting the hottest action game of the year. Uprising™ 2: Lead and 

Destroy delivers sci-fi warfare like you've never seen, thanks to an 

intense mix of action and fast-paced battle tactics. Command brigades a 
of sci-fi troops, high-tech tanks, gunships and bombers, while fighting 4 Q 
right beside them in the trenches. The outdoor environments? Fully 3D | | 
realistic and stunning. The interface? Streamlined and scorching. The —www.3do.com 


weapon effects? Blazing. The missions? Deep and dramatic. Lead and 


Destroy. And discover the heat of intense, planetary wartare. 


here’s been a lot of buzz about lon Storm’s upcoming role-play- 
ing game Anachronox, in this magazine [CGS+ 97] and else- 
where, but it’s mostly been talk and a lot of concept art... until 
now. We were able to sit down in London with designer Tom Hall, see 
the game in action, and get some in-game artwork. 

For those who aren't 
familiar with the game, 
Anachronox is a third-per- 
son 3D console-style RPG 
that owes an obvious debt 
to Squaresoft’s Final 
Fantasy Vil. It utilizes the 
Quake II 3D technology, 
but upon seeing the game 
in person, you'd never 
make the connection (the 
main character animation 
is impressive, superior to 
versions of Hexen // we've 
seen). As with Square’s 
console hit, the game will 
feature multiple mini- 
games to break up the 
experience; unlike that 
game, it will have lip- 
synched dialog on the in- 
game 3D characters and 
full voice. 


In the game, you control You'll spend a lot 
up to three characters ata Of time yakking with 
time, exploring the game’s _ the locals 
universe. Each character Parts of the game 


starts with three basic sta- 
tistics, and more are added 
during the course of the 
game. The core gameplay 
follows the standard RPG conventions: explore, inter- 
act, fight, and discover. The game is mainly focused 
on a single-player storyline (multiplayer will be pre- 
sent, although beyond saying there will be a skir- 
mish mode for combat, Hall isn’t specific about any 
of the details). 

Hall talks a lot about how he plans on drawing the players into his story 
on an emotional level, which is something Square has managed to pull off 
with the Final Fantasy series. With that in mind, he says they're planning 
on bringing in some professional screenwriters to work on the dialog. 

The game is set in the future, where wormholes called Senders are the 
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take place in alter- 
nate dimensions 


Get a drink at Grikks, where everybody 
wants you dead ee. 


OOK 


mainstay of trading, commerce and civilization. 
The Senders are actually artifacts left by a defunct 
alien population, and inside Sender One lies the 
city of Anachronox. With a name that means “poi- 
son from a previous time,” you'd think it wouldn't 
be the most happening place to hang out. 

Apparently, though, our hero Sylvester “Sly” Boots 
likes it. In this Godforsaken place, he manages to hook up with his 
trusty robot, an old acquaintance named Stiletto Anyway, a hologram, 
and a scientist in order to figure out why someone is causing the uni- 
verse to fold in on itself. 

The game utilizes a slick-looking combat system and stays in the 
3D world while switching to a phased 
turn-based/real-time hybrid system. Hall 
describes the combat as being “more 
Chrono Trigger than Final Fantasy VII,” as 
you will be able to combine characters’ 
attributes in order to accomplish certain 
tasks (i.e., two players may be able to 
pick up a heavier weapon and use it ona 
bad guy). 

Players who love weapons creation fea- 
tures will be very happy to find they can 
create their own weapons in the game. 
Abstractedly related to the Materia in Final 
Fantasy VII, the game’s “Elementor” system 
will allow players to combine elements to 
create new weapons. 

“We're trying to make the game extensi- 
ble,” says Hall, even referring to the game 
as a “role-playing 
system.” In addition 
to the somewhat 
standard level edit- 
ing tools, players 
will be able to write 
their own text, and if 
they’re particularly 
industrious, record 
voices for the char- 
acters as well. 
They're also includ- 
ing a camera scrip- 
tor to allow players 
to create those nifty 
panning and zoom- 
ing effects seen in 
the combat of Final 
Fantasy VII. While it 
seems time-consuming to create all of these tools when you consider the 
tiny percentage of people who actually use them, Hall assured us that 
their creation will not affect the game’s release date, which is currently 
set sometime in the middle of 1999. -Steve Bauman 
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All the bells and whistles are already in place |» 


Babylon 


Syndicated Series Commander 


n its first season, the television show Babylon 5 was 
filled with bizarre aliens, some nice mysteries and ten- 
sion, slick computerized combat graphics and slightly 
better-than-average writing and acting. At the time, it seemed to many 
to be a mere Star Trek clone, with leanings in the far less interesting Deep 
Space Nine direction. The feeling was that it might hang around a while, 
develop a small cult of viewers and then disappear, much like the origi- 
nal Star Trek. 

The show's detractors were proven wrong. With its compelling 
mythology, gritty characters and combat to spare, the show seems to be 
growing in popularity. The quality has improved, and it now seems far 
more interesting than either Star Trek series still being broadcast. 
Perhaps after Star Trek: The Next Generation folded, sci-fi fans wanted 
more... but not more-of-the-same. 

Now that Babylon 5 has a huge following and is recognized as a quali- 
ty license, it was really only a matter time before someone 
decided to turn it into a game. Enter the Babylon 5 Space 
Combat Simulator, from Sierra’s Yosemite division. Based on 
viewing and playing the game at various stages of develop- 
ment, it’s already surpassed two other licensed games, 
StarFleet Academy and X-Wing vs TIE Fighter graphically—with 
all the bells and whistles in place, it will give the current 
graphics beast Descent: Freespace a run for its money. The 
game will feature 3D acceleration, a fully dynamic mission- 
based campaign and every ship seen in the show. 

According to Ken Prugh, the game’s producer, the team is 
in constant e-mail contact with people on the show in order 
to keep it authentic. Joe M. Straczynski, the show’s creator, is 
on hand for fact-check- 
ing and story-approval, 
and he also offers feed- 
back on new ideas. Marc 
Hudgins, the lead 
designer, adds that the 
3D models for the ships 
in the game are the 
same ones developed 
by Netter Digital for the 
show itself. The music is 
being provided by 
Christopher Franke, who 
scored the TV series. 
Established characters 
from the show will 
appear in cut scenes to 
further the plot, but 
Sierra is mum on which 
will actually make physical appearances. 

While the game sticks to the series “bible,” the designers do have 
some free reign to add elements not seen in the show. Some of these 
things include creating and expanding histories and home worlds for 
races that the show merely touches upon, and even creating ship 
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designs for alien races who haven't been seen before. Additionally, the 
designers were pleased to see missiles being used in the recent 
“Thirdspace” episode, as they wanted to have missiles all along, and now 
they can without violating the canon. 

Unlike most space sims, the game will feature a truly dynamic mission 
structure. No more of that “try-fail, try-fail, get it right-move on” game- 
play—if you mess things up in Babylon 5, you have to deal with the con- 
sequences. The game gives you a large expanse of the universe, puts you 
in control of the defense of the massive station and then let the universe 
evolve with and without your direct influence. Multiplayer play will also 
be included, but details on its implementation are sketchy at this point. 

You influence the universe primarily by mastering control of your ship. 
The game uses a 
Newtonian physics 
system not unlike 
Independence War 
and the upcoming 
Terminus—fire your 
jets forward and you 
will continue mov- 
ing forward until 
something stops you 
or you fire the jets in 
a different direction. 
As in the show, this 
allows you to fly for- 
ward, fire at the 
enemy, spin as you 
go by, continue fir- 
ing, and end up 


A The ships are taken moving away from the target, 


directly from the all the while keeping your 
show guns ablaze. 

<A fly-by shows off While this sounds diffi- 
the exellent graphics cult, in action it’s not that 


tough at all. In the early ver- 

sion of the game used for 
this article, the joystick targets the enemy while the 
“hat” switch turns your craft and fires the jets in any 
direction. You can also go into a third-person mode 
and visibly see the jets fire and momentum shift, just 
like the show. With force-feedback support, every shift 
in momentum could be felt by a simple tug on the joy- 
stick. 

“Our goal is to create the best space combat simulator that the 
Babylon 5 fans and any space combat gamer will love,” says Prugh. That's 
a tall order for sure, and we'll reserve judgment on the final product until 
the game appears on shelves in early- to mid-1999. —-Andrew S. Bub 

Babylon 5 Space Combat Simulator « Sierra * Windows 95 
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kay, by now you know that Command & Conquer and Warcraft Il 
O weren't the original real-time strategy (RTS) games, but that they 

popularized the genre; you know that lots of games have tried to 
duplicate their success but that only a few have come close. These days 
publishers are struggling to differentiate their babies from the RTS 
crowd, and most of those differences fall into two categories: differences 
in look and differences in gameplay. Under development at Pumpkin 
Studios and being released by Eidos, the upcoming Warzone 2100 is 
attempting to distinguish itself in both categories. 

On the visu- 
al side, 
Warzone's 
making use of 
3D; it’s not the 
first RTS game 
to do so, but it 
is one of the 
first, and this 
time around 
3D plays a big 
part in the 
gameplay too. 
In the game 
you can spin 
the map, zoom 
in close on 
vehicles or structures, and angle your view from a 
near-overhead view (80-85 degrees off horizontal) to 
one at near-ground level (about 10-15 degrees up). 
Zoomed out from overhead your view is about the 
size of a Command & Conquer or Warcraft Il map 
(perhaps a bit smaller), but if you angle the view 
some you can see further off into the distance 
(although the game does use a horizon-hiding fog 
to keep you from looking across the map). In the 
early version of the game used for this article, the 
scrolling was smooth and fast, even in the non-accel- 
erated version; add in a 3D card (ours was a 24 MB 
Quantum 3D Obsidian 2) and you'll get plenty of 
buzz-word effects: colored lighting, smoke, and the 
aforementioned fog. The 3D is shown off by the ter- 
rain, which is quite rugged, and has an effect on gameplay: a ridge will 
block your line of sight into the next valley unless you have a unit up on 
top of it, and you can see your vehicles slow down as they struggle up a 
steep slope. 

On the surface, gameplay is standard RTS fare: build a base, conduct 
research, mine resources, produce units, and kill bad guys. Like a number 
of other games, you'll be able to design new units based on new 
research. Mix and match weapons, vehicle bodies, and propulsion com- 
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Hitting a scavenger base; the reddish fog in the distance 
is not only atmospheric (you are in a post-nuclear desert | 
after all), but it serves to bring in your view-distance for 
better frame rates | 


ponents to get the vehicle you want; Pumpkin says some 
2000 designs will be possible, although to create all you'll 
need most of the 400+ technologies, many of which you 
won't get until later in the game. 

The game is broken up into three campaign areas: desert, urban, and 
mountain. When playing a campaign in an area, you don't just go from 
linked map to linked map; instead, once you've completed the goals of a 
mission, more of the map you are on is opened up to you and your new 
objectives are presented. You still have the units you built during the 
previous mission, and your buildings, engineering designs, and research 
levels are as they were—in other words, you have full carry-over from 
mission to mission, something welcome indeed to RTS gamers tired of 
the “build base, produce units, tank rush” cycle featured for every sce- 

nario in most games of this sort. Of course, if you don’t want to play a 

full campaign you can always load up one 
Yeah, it’s snowing, _°f the individual missions to play on; 
but somehow | don’t according to Pumpkin, each area will have 


think that’s Santa (at current count) 7-8 separate maps. 

Claus coming to Every RTS game developer likes to claim 

fOwn,:- that the artificial intelligence (Al) in their 
Using terrain to game is superb (even when it rarely is), and 


mask a patrol as it 
moves into a devas- 
tated city 


Pumpkin is no exception. This time, while 
there is obviously a way to go, they may 
actually be justified in their claims; in the 
build we played 
the player-con- 
trolled units 
responded intel- 
ligently to 
threats, return- 
ing fire and even 
chasing enemies 
instead of sitting 
like dumb lumps 
(vehicles even 
automatically try 
to squish 
infantry!). Note, 
though, that 
these actions are 
controllable; if 
you don’t want 
them to chase 
the enemy, 
order them to 
stay in place and hold fire. 

So, buy it or not? Hah! We won't fall into that trap, as it’s much too 
early to say—this, of course, isn't a review, and the game’s got a while to 
go before it’s finished so we just can’t say yet. Still, the game has poten- 
tial, much more than we thought it would have when we first saw it sev- 
eral months ago, so if nothing else it’s one to keep an eye on when it 
ships early next year. —Scott Udell 

Warzone 2100 « Eidos * Windows 95, 98 
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Explosive (Direct) 3D 


Riva TNT provesaés mettle in the Velocity 4400 


robably the most 
oe anticipated new 
hardware release 


of the fall, nVidia’s Riva 
TNT is upon us. While 
not quite the product 
they‘d originally planned 
to release, the TNT is still a seri- 
ously powerful 3D accelerator. 

Manufacturing problems kept nVidia 
from using a 0.25 micro manufacturing 
process, forcing them to drop down 
to a lesser 0.35 technology. The 
main consequence is they were 
unable to run their board at the high- 
er 125MHz clock speed, which should 
have given greater performance. So 
while it’s not quite the mindblowing 
product everyone was initially 
expecting, it still claims rather high 
performance specs, with a peak fill- 
rate of 190Mps (million pixels/second) 
and a triangle rate of 6.3 MTps (million 
textured polygons/second). 

The TNT has two pixel processing units 
that can function in unison to deliver two 
pixels per clock cycle, thereby accomplish- 
ing this very high peak fill-rate number. 
These two pixel units can also be used 
together to perform multitexturing in a sin- 
gle pass, which allows for more advanced 
3D effects to be performed without a per- 
formance hit. As multitexturing becomes 
more commonplace due to its support in 
DirectX 6, the TNT will get a better chance 
to strut its stuff. 

Probably the biggest new feature of the 
TNT not found in the earlier and less capa- 
ble Riva 128 is the implementation of a full 


32-bit 
pipeline. Its chief 
advantage is less dithering 
and generally higher quality rendering. In 
games like Quake // you can see a definite 
improvement in image quality by making 
the switch from 16- to 32-bit. 

This brings us to the most common criti- 
cism of the Riva 128—image quality. With 
the TNT, the 32-bit pipelining helps a lot, 
and they've switched their mipmapping 
technique. With the Riva 128, nVidia com- 
promised image quality for speed, but times 
have changed, and the TNT is much 
better in this regard. 

One other new feature exploited 
through DirectX 6 is something 
called anisotropic filtering, a filter- 
ing technique that produces better 
output than even trilinear filtering. 
Anisotropic filtering is especially 


Table 1 

Quake II 640x480 800x600 1024x768 
Velocity 4400 OpenGL ICD . 75.0. 62.1 40.5 
Obsidian X-24 (3Dfx OpenGL) 95.1 90.1 68 
Monster 3D II (3Dfx OpenGL) 88.5 63.8 NA. 
Table 2 

Turok Direct 3D Demo 640x480 800x600 

Velocity 4400 106.7 90.1 

Monster 3D II 663. wos 

Obsidian X-24 106.0 94.6 


_ All tests were performed ona P2-400 with 64MB of RAM, running on an Intel SE440BX motherboard. 
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useful for 

rendering textures on 

skewed polygons, such as textures on walls 
in first person shooters. This feature shows 
its true benefits when rendering textures 
composed of text, and should be used 
quite heavily in Microsoft's upcoming 
Chrome software. 


The final 
big feature of the Riva TNT is 

full-screen anti-aliasing. This technique has 
the rendering engine render out to a higher 
resolution than required (usually double 
the resolution) and then down-sample (or 
bilinear filter) the rendered image to the 
desired resolution. This has the result of 
removing so-called “jaggies”—those ugly 
discontinuities that appear in diagonal 
lines—from the rendered output. It’s a 
rather fill-rate heavy technique, and thus 
can slow down gameplay quite a bit in 
order to produce very high quality output. 
If you can afford the extra fill-rate required, 
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4, Blaster® Live!" changes everything you know about audio. We will 
surround you with an Environmental Audio” sound experience so amazingly 
real, it has to be Live! Create new experiences with a wealth of breakthrough 
technology that surpasses most 


Environmental | ee 

— Hollywood-quality audio equipment. 
Audio Modi + eee 
by CREATIVE® lodify any sound source in real-time 


using amazing audio special effects 
So Real It Has To Be Live! like flanger, pitch shifter, echo, and 
distortion. Record and playback crystal-clear audio using the included digital 
inputs and outputs. Hear audio with more clarity and vibrance than you’ve 
ever heard before with hardware accelerated audio streams and multiple 
speaker support. Experience the ultimate in gaming with Environmental 


Audio™ support in the coolest new games. Not only will Sound Blaster® Live!” 


make your existing games and legacy audio sound so clear, it will be like 
hearing them for the first time. It’s the audio thrill of a lifetime. 


To maximize your true surround-sound experience, add the Cambridge 
SoundWorks® PCWorks™ FourPointSurround™ [AM BR TD G” 


speaker system. It uses four discrete amplified Sou N DWORKS 


speakers and a separate powered subwoofer 


to produce effective surround audio — 

regardless of room acoustics, player head 
position, or speaker placement. Now you 
can experience truly immersive 3D audio. 


PCWorks” FourPointSurround™ 


Sound Blaster® Live!” features: 

> Hollywood-quality re-creation with an astounding -120dB noise floor > E-mu’s most 
powerful audio processor with I000+MIPS and 8-point interpolation > Digital I/O card for 
easy connection to music keyboards and digital audio recorders > Environmental Audio" — 
enhances all audio content from the past, present, and future > Live!ware program provides 
updates over life of product > Hundreds of cool new and upcoming titles with EAX™ support 


Cambridge SoundWorks® PCWorks” FourPointSurround” features: 


> Four compact satellite speakers and a powered subwoofer > Rear surround speakers 
can be placed anywhere with the included tripod stands and wall mounting accessories 
> In-line master volume control for all four satellite speakers and subwoofer > Delivers 
discrete 4-channel surround audio with Microsoft® DirectSound®3D and Creative's i 
Environmental Audio eXtensions™ games __ 5s bur { a 5 ie pe ie . hcl f 103 
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Pacem up and brace yourself for the visual ride of your life! 3D Blaster® 
Banshee explodes with rocket-fast 2D performance, startling 3D frame rates, 
and break-neck video acceleration with an absolutely out-of-this-world price. 
Its screaming speed comes from the | 28-bit 
3Dfx Voodoo Banshee” processor, which offers 
Voodoo2"-like performance. A full 16MB of 
100MHz synchronous memory and a 250MHz 
~ RAMDAC gives you ultra-high resolution and 
; ow Ses Sess sssSse5 millions of colors. With DirectX®, Glide® and 
3Dfx OpenGL? d dis tuned for compatibility with the widest range of 
applications and games, this affordable, easy-to-install graphics accelerator is a 
must for every PC. It’s a gamer’s dream come true, that doesn’t break the bank! 


Graphics Blaster® RIVA TNT delivers blood-curdling performance. It’s packed 
with workstation power whether you're a hard-core — or a hot-shot 3D 
designer. An ultra-wide, |28-bit memory a 


e 


architecture and 16MB of high-performance 
I25MHz synchronous memory supported by 
a TwiN-Texel, 32-bit color 2D/3D engine that 
has all the toys: bump mapping, multiple - 
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texturing, and even full-screen anti-aliasing. 
When you need to work with incredible precision and play games with liquid- 
smooth speed, Graphics Blaster® RIVA TNT is what you’ve been waiting for. 
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3D Blaster® Banshee features: 7 

> Complete 2D/3D graphics solution based on the new Voodoo Banshee” chipset 
from 3Dfx Interactive® > Features a full 128-bit graphics engine and Voodoo2”™ 3D 
rendering technology > I6MB of SDRAM and 250MHz DAC deliver awe-inspiring 
resolutions, rock-solid refresh rates, and stunning visual quality > Boosts your PC’s 
performance and provides compatibility with the widest range of applications and 
games in a single, cost effective upgrade 
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Graphics Blaster® RIVA TNT features: 
> World-class 2D/3D, and video acceleration using the RIVA TNT processor from nVIDIA® 
> Ultra-wide, high speed 128-bit memory architecture and TwiN-Texel 3D pipeline deliver Sf Voodoo 2 

mind-numbing speed in virtually any application > 16MB 125MHz synchronous memory 7 Pome 99 
and a powerful 250MHz DAC provide incredibly high resolutions and refresh rates for » > 29° hd 
brilliant, vivid images > Perfect platform for the power-user, gamer or graphic designer ¢ 7 a a ) ) >» ) > od ) ) 
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A heart-pounding cinematic experience is no longer restricted to the 
big screen! Building on the award-winning success of Creative’s PC-DVD" 
products, PC-DVD" Encore 5X brings the 
digital difference right to your home — 
complete with Dxr"2 enhanced resolution 
capabilities and Dolby® Digital audio for stunning 
picture and sound that will absolutely knock 
you off your feet! Then again, movie playback 
is just the beginning. PC-DVD”" also runs all 

3 “== your cool CD’s. And it can access up to |7 
satis of invdiaion ds on a DVD-ROM. That’s 25 times more than a ‘CD-ROM! 


To ensure the ultimate live eiperience, simply add Cambridge SoundWorks® 
DeskTop Theater” 5.1 speaker system. (CAMB RID 6 E) 
Now you can experience truly explosive Sou edd’ (0) 23 KS 
movie theater Dolby® Digital surround 
sound with five independent speakers 


and a subwoofer without the high cost ii @ i 
of a Dolby® Digital receiver. And like | | 

any great film, words hardly do justice U = 
to the PC-DVD™ Encore 5X and the = 


DeskTop Theater” 5.1 speaker system. DeskTop Theater’ 5.1 


PC-DVD" Encore 5x features: 

> DVD player for your TV - The Dxr"2 board comes with high-quality S-video 
and composite outputs to connect to your TV > DVD player for your PC - a 
high-definition, resolution-enhanced DVD player on your PC monitor in a fully 
resizable window > 3rd Generation DVD-ROM drive screaming at 5x DVD speed 
> Dxr"2, DynamicXtended Resolution” Technology, movie picture enhancer is 
comparable or better than some expensive line-doublers 


Cambridge SoundWorks® DeskTop Theater” 5.1 features: 

> Delivers movie theater sound with Dolby® Digital 5.1 and Dolby Surround® audio 
with PC-DVD™ or consumer DVD players > Dolby® Digital decoder amplifier with 
five discrete compact satellite speakers and subwoofer. No separate receiver required 
> Creative Multi Speaker Surround™ upmixes stereo to 5.|-channel surround audio 
> With Sound Blaster® Live!™, it delivers discrete 4-channel surround audio with 
Microsoft® DirectSound™3D and supported Environmental Audio eXtensions” games 
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W... changing the way you think about your gear. We call it the Live! experience. It’s a totally different 
way to interact with your PC. It’s a totally different way to stimulate your senses. You'll be able to transform 


your ordinary PC into an extraordinary play center at an incredibly affordable price! Head on down to = 
Y 
your local dealer and bring your PC to life TODAY! : 
Ww 
Product = =: 
> Sound Blaster® Live!" 
> Sound Blaster® Live!" Value 
> Sound Blaster® PCI128 | @ 
> 3D Blaster® Banshee (AGP & PCI) Sd 
> Graphic Blaster® Riva TNT (AGP & PCI) Sd 
> 3D Blaster® Voodoo2 |2MB Call Now! 
> PC-DVD” Encore 5x $249” co 
ba 1 Or D)'d DME il Yele) y= Dd a $1992 * ee 
> DeskTop Theater” 5.1 $299” 
Ph O's Lola ae mellig welisie-illaaell late im $99” 
> SoundWorks® $99% x | 
>PCWorks” $4922 KH & 
* after $30 mail-in rebate ** after $50 mail-in rebate *** after $20 mail-in rebate & = best suited 


@ = good choice 
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property of their respective holders. Unreal® 1998 Epic Megagames, Inc. All rights reserved. Created by Epic Megagames, Inc. 
in collaboration with Digital Extremes. Published and distributed by GT Interactive Software Corp. If you're not on the net, call 
WWW.SOUNDBLASTER.COM 1.800.998.1000 for more information. All prices listed are estimated street prices and are subject to change without notice. 


it is definitely something worth enabling. 
One of the first TNT-based boards on 
the market, the STB Velocity 4400 is a fairly 
standard 2D/3D combination card. It fea- 
tures TV-out, is available in either AGP2X 
and PCI flavors, and supports a 250Mhz 
RAMDAC for very high refresh rates at res- 
olutions as high as 1600x1200. The card 
ships with 16MB of RAM, allowing it to 


support many resolutions in both 2D and 
3D mode. 


As cards like the Voodoo’ do not support 
32-bit rendering, all benchmark scores uti- 
lized 16-bit rendering. Rendering in 32-bit 
causes a bit of a performance hit, but it 
does look quite a bit nicer. 

Running Quake // produced somewhat 


strange results. It initially performed poorly, 
but switching from the shipping drivers to 
more recent ones produced more reason- 
able results shown in Table 1. While the TNT 
can't touch a single Voodoo’ at 640x480, it 
is interesting to note that it actually almost 
matches it at 800x600. It also remains quite 
playable at 40fps at a resolution of 
1024x768. Of course a Voodoo? SLI setup is 
still the ultimate Quake // hardware plat- 
form, but at about half the cost, a Velocity 
4400 does a pretty good job. 

Direct3D seems to show off the TNT’s 
single texture potential rather well, as run- 
ning the demo version of Turok demon- 
strates. (Table 2 ) The Velocity 4400 actually 
outperforms the Voodoo’ cards in 640x480. 


This shows that the TNT’s performance in 
single-textured Direct3D games is at least 
the equal of the Voodoo’. 

Did nVidia succeed in their quest to 
increase image quality without sacrificing 
power? More or less, the answer is yes. 
Image quality is comparable to the 
Voodoo’. Speed seems to be there as well, 


although the OpenGL ICD appears to need 
some work. 


So what's the final conclusion? While 
using one in lieu of a Voodoo?’ still isn’t 
recommended, the Velocity 4400 is a 
superb primary 2D/3D card. Nothing else 
currently on the market comes close to its 
combination of price and performance. 
—Jonathan Greenberg 


Microsoft's sweet music 


The Digital Sound System 80 may rock your world 


speakers, and Microsoft's Digital Sound 

System 80, on paper, isn’t all that 
thrilling. It has 80 watts of power, two 
speakers and a subwoofer, and can be 
hooked up to your sound card just like any 
other set of speakers. Developed in con- 
junction with Philips, the sound quality is 
superb. The two small speakers generate 
plenty of clean high and mid-range sounds, 
and the subwoofer, whose volume can be 
controlled via the small speakers, generates 
plenty of room-shaking bass. 

Of more interest, technologically speak- 
ing, is the option to connect the DSS 80 to 
the Universal Serial Bus, eliminating the 
need for a sound card. Digital sound is 
transmitted to the speakers across the 
USB, and Redbook (CD) audio is trans- 
ferred via the IDE channel. There are two 
problems with this implementation. First 
off, USB functionality is only supported 
under Windows 98 (they won’t work with 
the USB extensions for Windows 95 OSR2), 
and perhaps more importantly, Redbook 
audio via SCS! CD-ROMs is currently not 
supported at all. 

The unit has a built-in digital signal 
processor that can be set for different 
sound profiles. You may want a lot of bass 
for a game, but listening to Bach you may 
go with more mid-range. Adjusting all of 
these settings is via a simple software tool. 
Unfortunately, the sound controls on the 
speakers, two buttons that increase and 
decrease the volume, don't let you see 
what level the volume is set to like a simple 
dial does. 

Will gamers flock to these speakers? 
That’s hard to say. The lure of an actual 
soundcard is strong for gamers, so it’s hard 
to say how quickly they'll adapt to the idea 


: t's tough to get too excited by a set of 


of USB sound. Someone will probably dis- 
cover that there’s a .05% performance hit 
using USB instead of a PCI card, and 
gamers everywhere will claim it costs 1 
FPS in Unreal. 


For the rest of the world, the DSS 80 
speakers sound fantastic, and offer support 
for 3D sound with only two speakers (the 
effect is subtle, but nearly as effective as the 


Aureal A3D sounds). Unfortunately, at a list 
price of $259.95, these bad boys are on the 
high-end of PC audio. Odds are they'll find a 
place in home office and PCs purchased 
from vendors like Gateway and Dell. Better 
get used to the idea that the sound card 
may be on its last legs. -Steve Bauman 

Digital Sound System 80 « Microsoft « 
www.microsoft.com 
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File under weird 


The costly Intensor is the first virtual butt 


e have force-feedback joysticks 

and steering wheels. We have vir- 

tual reality helmets. We have 3D 
sound. But the most vital component of the 
virtual reality game experience is a way for 
the user to truly feel the action. Sure, 
there’ve been a few console doodads you 
could strap to your body and “feel,” say, a 
kick to the chest in a fighting game. But 
how about a device that envelops the user 
in sound, allowing you to “feel” the shotgun 
blasts or that “pulsing techno soundtrack’.” 

Say hello to the Intensor, a “sensory gam- 
ing experience” from BSG Labs. While it 
doesn't truly deliver a virtual reality experi- 
ence (it’s, well, a chair with speakers), it does 
immerse a player in decent-quality sound. 

The main unit consists of a chair with five 
built-in speakers. It has bass drivers, two mid- 
range speakers and a high-end tweeter. 
There is also a headphone jack built into the 
side of the unit. The sound vibrates through 
the plastic surface of the unit to the sitter’s 
body which, in theory, allows you to “feel” 
the game (or music, or whatever). This unit 
can be purchased by itself, with without a 
base, and in this configuration you 
can sit on the floor and get that vir- 
tual butt experience. Don’t rock 
backwards—the clamshell design 
easily rolls over, creating an awk- 
ward rocking sensation. Bizarrely 
enough, the unit is portable in this 
configuration, and includes a handle. 

An optional base turns it into a 
proper chair and allows you to get 
the unit off the floor. It’s fairly 
rugged, and features five legs with 
casters, a hydraulic height adjuster 
and an adjustable tilt mechanism. 

The final option for the unit is a 
subwoofer. It features 40 watts of 
power and comes with a cross- 
over to filter out high and mid- 
range sounds. It has dual bass dri- 
vers with a tuned port enclosure. 

The Intensor is designed to be compati- 
ble with all PC and videogame platforms, as 
well as any standard audio device. It uses 
standard RCA jacks for input,so youcan 
plug in your VCR, CD or DVD player and get 
that Intensor experience. 

Setting up the unit was fairly simple, 
though assembly was somewhat awkward 
due to flimsy documentation and some 
screw holes that weren't tapped properly. 
Once in use, it takes a while to get over the 
fact you have a speaker in your crotch area, 
and you'll probably want to avoid adjusting 
the controls located in that spot while friends 
or family are in the immediate vicinity. 

Powering up your favorite game or music 
CD shows the unit does what it advertises. 
You do indeed “feel” the sound effects, and 
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the bass is impressive, but it has an awful lot 
of problems. While aesthetically the chair 
looks fairly stylish, it needs power, and that 
means it needs to have a wire running from 
it to an outlet. The wire runs right in the 
front of the chair, right between your legs, 
and it tends to get in the way whenever you 
run screaming away from the thing. 

And you will run screaming from it, 
because as a chair, the thing is really 
uncomfortable. The padding, if you can call 
it that, is less than an inch thick and not 
exactly plush. In small stretches it may not 
induce back spasms, but anyone expecting 
this to be their normal work chair is in for 
many nights in the warm, comforting 
embrace of Ben Gay. 

While the chair could be an interesting 
curiosity for some gamers, once you consid- 


er the price you may think otherwise. The 
price range for the chair ranges from a low 
of around $300 for the unit alone to a 
whopping $600 for the whole enchilada 
(base, subwoofer, etc.). The high cost also 
brings up another point. A device costing 
this much money should have better 
switchgear and be built of higher quality 
plastic. All of the switches are incredibly 
flimsy, feeling more like dials on a five dollar 
AM radio. 

There’s no discounting that the Intensor 
delivers a unique experience and works as 
advertised. However, when you consider its 
cost and its comfort, or lack thereof, you 
have to wonder who'll actually buy the 
thing, and how long it will take before it’s 
relegated to the land of the unused periph- 
eral. -Steve Bauman 


Intensor * BSG Laboratories ° 
www.intensor.com 


Welcome to the Microsoft SideWinder” Freestyle Pro joystick. Now you can throw yourself into the action. 
Literally. Every on-screen movement is controlled with your own movement. It’s called motion- 
sensing technology. Accurate and highly responsive, not to mention works with your favorite 
games. It’s programmable buttons and super slick design fits your hand like a glove. 

Which is handy when you’re throwing yourself from one side of the room to the other. 


Microsoft Motocross Madness” comes free with 
the Freestyle Pro. 


© 1998 All rights reserved. Microsoft, Motocross Madness, SideWinder are either registered trademarks or trademarks of 


here’s little question that a good 
T steering wheel can make a racing 

game more entertaining to the play- 
er; it won't necessarily improve your times, 
but your sense of enjoyment will definitely 
increase. Interact’s V3 Racing Wheel joins a 
long list of competing products, but it’s 
main problem is that it seems to try to do 
too many things. 

In typical Interact fashion, the V3 Racing 
Wheel comes with a virtual smorgasbord of 
doodads: gas and brake pedal, eight cus- 
tomizable fire buttons, eight-way direction- 
al pad, auto-fire, and more programmability 
than a C++ compiler. It’s too bad all the 
extra money for those questionable items 
wasn't spent on the actual building materi- 
als, because all of the switches feel too flim- 
sy, with action that can be charitably 
described as mushy. The pedals are placed 
at an extremely upright angle, forcing you 
to position them far away from your body 
SO you Can get a decent angle on them. 

One change from other wheels is a 
design that’s optimized for placement 


Racing overkill 


Interact’s V3 Racing Wheel is too much of a good thing 


under your legs while sitting in a chair. This 
is a superb idea, and Interact has added a 
number of options to configure the wheel— 
the angle of the wheel can be adjusted and 
telescoped to fit bodies of various sizes. 
Unfortunately, once you get over the feeling 
that you have a steering wheel coming out 
of your crotch (which is hard to overcome 
since it’s actually true), you'll find that the 
angle of the wheel makes it the ultimate 
controller for a bus driving simulation. All it’s 
lacking is a little knob on the wheel. 
Unfortunately, this position is not opti- 
mal for racing. 

Overall, there are plenty of 
steering wheel alternatives on 
the market that feature bet- 
ter materials and feel. 
—-Steve Bauman 

V3 Racing 
Wheel « Interact « 
www. interact-acc.com 


The Universal Serial Mouse 


The Logitech USB Wheel Mouse is a plug-and-play marvel 


he USB Wheel Mouse is Logitech's 
T first to use the Universal Serial Bus. 
This technology, first introduced in 
later versions of Windows 95 and now 
embedded in Windows 98 (in fact, the 
mouse requires 98). One advantage 
of USB includes the ability to 
plug and unplug devices with 
impunity—the bus supports up 
to 100 devices in all. Another 
positive aspect is ease of 
installation—just plug in 
the device and Windows 
98 auto-detects it, installs 
a generic mouse driver 
and you’re off an run- 
ning. There are no inter- 
rupts or serial ports to 
configure or select. 
The USB Wheel 
Mouse itself is a bit on 
the small side for those 
of us with large hands, 
and the centrally-located 
scroll wheel features a 
slightly gritty action compared 
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to the smooth movement found in the cur- 
rent version of the venerable Microsoft 
Mouse. It isn’t the most comfortable mouse 
on the market, being a bit less substantial 
and flimsier than others. In that sense, it’s 
more like Logitech’s budget “First Mouse” 
series than their legendary MouseMan. 

The big draw for power gamers, though, 
comes from a possible increase in 3D game 
performance. According to some of the 
developers of 3D action games, the com- 
puter checks USB more than a regular serial 
or PS/2 mouse port, resulting in better 
mouse performance in games like Quake // 
when running at an extremely high frame 
rate. We'll have to take their word for 
this—our testing showed no perceived 
increase in performance or smoothness of 
movement with the mouse. 

With no compatibility problems to 
report and the possibility of increased per- 
formance, the USB Wheel Mouse may be 
the mouse of choice for power gamers. 
-—Steve Bauman 

USB Wheel Mouse « Logitech ° 
www.logitech.com 
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Sound and vision 


Proton’s MM-750i monitor sounds as good as it looks 


ver the years, people interested in 
quality audio have ignored the so- 
called multimedia monitors, but 
Proton’s MM-750i may make you re-think 
that aversion. While the monitor itself is 
fairly typical (with one caveat explained 
below), it produces surprisingly good sound 
out of the myriad holes that make up it’s 
bizarre looking case. 

In terms of its display, it’s a low-radiation 
17 inch plug-and-play monitor with a 
.28mm dot pitch (a new model features 
.26mm) that supports 85Hz refresh rates up 
to 1024x768. It features a three-way speak- 
er system with its own 3D sound implemen- 
tation. It has two tweeters and mid-range 
speakers, plus a subwoofer that hangs omi- 
nously off the back. It also comes with a 
built-in microphone and an earphone jack. 

In terms of usability, though, the monitor 
falls down. The controls to set all of its fea- 
tures are somewhat bizarre. As with every 
other monitor manufacturer, Proton has 
eschewed buttons for a sort of “one button 
does all.” You press the button, then rotate 
what's normally the volume knob for the 
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monitor in order to access all of its features. 
It’s not particularly convenient, and makes 
adjusting the monitor a chore. 

While they'll never 
replace a dedicated speaker 
system, multimedia moni- 
tors aren't the laughing- 
stocks they once were. 
Considering Proton’s repu- 
tation as a TV and sound 
maker, it’s not surprising 
that the MM-750i pro- 
duces high-quality 
sound, with plenty of 
high and mid-range 
response—the bass is 
somewhat muted, but 
what do you expect from 
your monitor? 

Those with limited desk 
space or less interest in Earth- 
shaking sound effects would be 
well advised to check out the MM- 
750i. —Steve Bauman 

MM-750i 8 « Proton + 
www.proton-usa.com 


mm CH goes 3D 


, The GameStick 3D is twisted 


he GameStick 3D is the latest in the 
GameStick line of joysticks from CH 
Products. The “3D” in the name 
refers to the stick’s rotating handle that can 
be used as a rudder in some flight sims 
or for sliding and strafing in some 
action games. The most obvious 
direct competitor for this 
product is the 
Microsoft 
Sidewinder 
Precision Pro, 
and based on 
features alone, 
the CH stick 
comes close. 
It includes 
the usual com- 
plement of fea- 
tures, including four 
buttons and a four-way 
hat switch, a twisting handle, 
and a throttle; it can also be 
used by either right- or left-han- 


ofl, 


ders. The throttle, which is placed in the 
center of the unit to make it more 
ambidextrous, feels cheap and insubstan- 
tial when compared to the ones found on 
many competing products. It lacks the 
extra buttons found on the base of the 
Precision Pro, and overall the materials 
used feel a little cheaper (which is reflected 
in the unit’s lower-cost). 

Fans of the old CH Flightsticks will 
appreciate the square-ish movement arc of 
the joystick, and the stick feels good to the 
touch. The ergonomics are fine, with all 
buttons in the right places, and the 
ambidextrous design is a boon for lefties. 
Unfortunately, it’s not a digital joystick, so 
you'll need to calibrate it with the Windows 
control panel, a negative that’s offset if you 
still play a lot of DOS games outside of 
Windows 95. 

Overall, it’s yet another solid, if unspec- 
tacular, offering from CH. -Steve Bauman 

GameStick 3D * CH Products * 
www.chproducts.com 


Commandos 


Special forces warfare, Hollywood-style 


n the early days of World War Il a small 
group of soldiers, highly trained in uncon- 
ventional warfare, were assembled into the 
world’s first Commando units. Their job: infil- 
trate enemy strongholds and destroy and dis- 
rupt enemy operations, usually against over- 
whelming odds. It’s the stuff of great drama, as 
reflected in numerous Hollywood movies, and 
Eidos feels it’s also a great basis for a game. 
They’re right—with a couple of caveats, 
Commandos: Behind Enemy Lines is a com- 
pelling, addictive experience. 

The game world of Commandos has you in 
charge of a small but deadly crew of specialists: 
a Green Beret, Marine, Spy, Sapper, Sniper, and 
Driver. Each has a specific set of skills, such as 
the Green Beret’s ability to hide under the 
snow, the Spy’s ability to distract an enemy 
guard, the Marine’s SCUBA capabilities, etc. 
This team is dropped into twenty missions 
based in Norway, North Africa, and Eastern 
Europe, tasked with objectives critical to the 
success of the Allied effort. The missions are lin- 


Have the Germans invaded Texas? Nope, it’s North Africa 
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ear, every mission requiring successful comple- 
tion before moving to the next. Each map is 
significantly different from the next, with beau- 
tiful isometric graphics and high levels of 
detail. The missions themselves are also varied 
and interesting, with objectives ranging from 
rescuing prisoners, destroying installations 
such as radar and dams, to assassinating an 
enemy general. While twenty missions may not 
sound like much, most are extremely complex 
and may take hours to successfully complete. 

Be forewarned: the beauty of Commandos is 
that running through the maps with guns blaz- 
ing will end your life quicker than kicking over 
the Harleys in front of a biker bar, and losing 
just one of your men terminates the mission. 
This is a game of strategy, where your before- 
action planning will make the biggest differ- 
ence between success or failure. When you 
first see a huge map, with your objective sur- 
rounded by swarming German patrols, 
machine gun nests, barbed wire fences, guard 
dogs, and patrol boats, you will think there is 
absolutely no way your hand- 
ful of men can get in, com- 
plete their goal, and get out. 
The odds look overwhelming, 
and that’s the point. (By the 
way, if you are counting on 
cooperative multiplayer to 
help you even the odds, you 
may be disappointed—multi- 
player is only supported via 
LAN using TCP/IP—not IPX— 
or via Mplayer). 

This need for planning and 
Strategy separates 
Commandos from many real- 
time strategy games. A special 
forces operation of a few men 
against dozens requires great 
restraint and patience. For 
example, you will often need 
to simply observe the enemy's 
patrol patterns for a while to 
determine the singular 
moment when a guard turns 
his back and is not under the 
observation of a patrol, the 
moment when you can run 
behind him, silently take him 
out, then drag him behind 
some cover. The missions are 
made up of such segments of 
waiting, watching, planning, 
then a quick spurt of action, 
followed by more waiting and 
planning. While this is what 
makes the game a fascinating 
and enjoyable experience, 
your score is based upon how 
quickly you complete a mis- 
sion. You can decide to ignore 
the score and the resulting 
promotions, but unless you 


A daunting mission: find a way to destré 
a battleship! 


ae 


Destroying these V2 rockets will hinder 
Germany’s ability to retaliate 


reach the level of Captain by the end of mi 
19, you will not be allowed to undertake tt 
last mission of the game. The missions are 
challenging that finishing them successful 
should be reward enough; adding a time 
ponent goes against the very nature of sp« 
forces operations. 

While your men may resemble Kelly’s He 
the Germans resemble the guards from 
Hogan’s Heroes. For example, guard after g 
will walk into the same ambush, not stopp 
to think “I wonder why there’s a six foot hi 
pile of my compatriots in front of the hedc 
However, their low level of intelligence is r 
than made up for with the sheer number « 
enemy and the diabolical design of the ms 
It’s doubtful anyone will complain that 
Commandos is too easy. 

Yes, the missions are tough. You will ne 
save and restore many times before you st 
cessfully achieve your objectives. But the r 
sions are interesting enough and the gam: 
so well done that, in spite of your cursing « 
monitor when your Marine is spotted com 
out of the river and gunned down, you wil 
quickly restore and stare at the screen, de\ 
a new plan, and press on into the wee hot 
the night. And when your small band of rr 
finally escapes in a hijacked truck, leaving 
behind a flaming command post and horc 
enemy soldiers wondering what hit them, 
will be filled with a rare, satisfied sense of 
accomplishment. Great stuff. —Jeff Lackey 


Commandos: Behind Enemy Lines 
Eidos Interactive * www.eidosinteractive.c 
Requirements: Windows 95, 98, 120MHz 
Pentium or higher, 16 MB RAM, 4X CD-RO 
Multiplayer: 2-6 players, Internet, LAN 
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Warlords III: Darklords Rising 


War justifies everything in the latest installment of this series 


ow entering the realm: The youngest, 
strongest, and smartest of all Warlords— 
Warlords Ill : Darklords Rising. Developed 
by Strategic Studies Group (SSG) and published by 
Red Orb Entertainment, the latest in the Warlords 
series offers a feast of new heroes, armies, spells, 
terrain, features, game types, scenarios (pre-built 
and random), campaigns, victory conditions and 
better Al . This turn-based strategy game's main 
goals (besides to have fun) are to capture cities, 
reach ruins, and mangle monsters in order to 
attain gold, mana, and experience to further pro- 
mote your chances of success. Anxiously anticipat- 
ed, this game was enjoyed immensely. 

First, however, let us discuss disappointments. 
The on-line tutorial is short-lived and lacks 
enough helpful starting information and tips for 
newbies. The colorless manual, marred by 
spelling mistakes, contains incomplete informa- 
tion about combat bonuses, and old spell infor- 
mation is missing entirely. Players of earlier ver- 
sions may shed a tear to see the end of the ability 
to produce an enemy creature type when you 
conquer a city. Cities with unique unit produc- 
tion have disappeared—all your cities have the 
same production potential. You cannot stop a 
unit once it starts moving, something which is 
often frustrating and that provokes instanta- 
neous profanity. Finally, combat, once begun, 
still doesn’t allow for any player input—just 
watch and weep. 

Now on to the good stuff. The game unfolds 
upon your desktop, displaying an eagle-eye view 
of the contested land, sprinkled with animation, 
colorful high-resolution graphics and decent 
sound effects. Darklords Rising provides a full har- 
vest of features, reports, options, and “right-click 
help” to manage your empire and make the game 
a pleasure—rebuilding a razed city, upgrading vil- 
lages, receiving enemy activity notification, etc. As 
you stomp through the realm via a practical, color- 
ful interface, merchants peddle their magic wares, 
sages provide gems, magic items, and maps, and 
creatures and heroes may offer to join you. Hero 
development is both critical and rewarding, allow- 
ing you to choose what abilities are acquired as 
experience (levels) increases. Summon the manual 
occasionally as it lists rewards for quests, site 
bonuses for cities, creature statistics, and details 
ways to increase experience. 

Those uninitiated in Warlords-type combat 
may be somewhat surprised—battles follow a 
simplistic “one of my guys against one of your 
guys” approach. When two groups (stacks) face- 
off, a single pair of creatures, one from each side, 
does battle until one dies, then the next oppo- 
nent steps up to battle the winner, etc. The order 
in which they step up is predetermined but is 
adjustable before battle. The default order usually 
works well but there are sometimes good reasons 
to change it. One of your best friends will be your 
faceless Combat Advisor. Armed with calculations 
and simulating the battle-to-be in his head, he 
will determine accurate odds of winning, saving 
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you from fruitless attacks. 
The way combat results 
are based on behind-the- 
scenes die rolls, abilities, 
and on-screen modifiers 
is enjoyable—it’s very 
RPG-ish. At battle-end, 
medals are passed out to 
creatures that fought 
bravely, increasing 
their combat abilities. 
The Al, in general, is 
something to respect (or 
curse); it’s very quick, 
cunning, and aggressive 
in the pre-made scenar- 
ios but noticeably less so 
in randomly-generated 
ones. Ruins are quickly 
explored, neutral cities 
fall like dominoes, and 


The Dwarf Lord (-1 modifier) will not fare well 
against Lord Paladin (+5 modifier) in this battle! 


quests (where heroes earn experience) are com- 
pleted often. The Al will bypass cities considered 
too strong, attacking weaker ones instead. 
Positioning extra troops outside your city like vul- 
tures, the Al waits until you have been ham- 
mered enough or voluntarily reduced your garri- 
son, leaving your city a lip-smacking, gold-laden 
treat. If you and the Al just do not see eye to 
pixel, you can share the Warlords experience with 
friends via its multiplayer functions. 

Your hands are never tied in Darklords Rising; 
the scenario and campaign editors, coupled with 
the standard options within the game, make for 
fascinating variety and long-term playability. You 
can even design your own army set (16 units per 
side), shield graphic, magic items, and set the 
amount of “buy” points to purchase starting units. 

Is it worth the price? Simply put; yes. Also, 
keep in mind that Red Orb offers a free strategy 
guide for owners of the previous version of the 
game. SSG has mixed original and new compo- 
nents together, waved its wand, and come up 
with a winning product. After loosening your 
purse strings to purchase Warlords Ill: Darklords 
Rising, you'll realize money does buy happiness. 
—Michael Bowen 
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Ruins are always exciting to enter. Notice the 
open doors (northwest) and broken stones 
(northeast), indicating someone has already 
explored here... 


Razing a conquered city leaves you with 
nothing...except knowing it really pissed off 
your enemy! 


Warlords Ill: Darklords Rising 
Red Orb Entertainment * www.redorb.com 


Requirements: Windows 95, 98, 75MHz, 
Pentium or higher, 16MB RAM, 4X CD-ROM » 
Multiplayer: 2-8 players, Internet, LAN, modem, 
serial, PBEM 
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turned its attention eastward to ipeelhige and is neigh to inva 
Motherland in the largest military operation the world has ever seen 
millions of soldiers will take up the fight to either bring Russia to its kr 
or to repel the invasion and bring the German war machine to a grinding 


Now you can command the complete forces of either nation on the Ea 
Front, in a wargaming simulation of unprecedented scale and detail. . 


Radical new approach to wargame design gives you control of troops by the thousands while the _ 
game engine simulates movement, engagement, supply, morale, and more with incredible detail 
that goes all the way down to individual companies. 


Plan operations just as a real commander would, drawing operational maps and drafting orders to 
distribute to your armies then watch as your commands are carried out in real-time. 


Wage war on real terrain with realistic representation of command and control. No hexes, no turns, Windows® 95 CD-ROM Strategy Game 
just pure simulation of military command on an unprecedented scale. : www.imagicgames.com 


Steel and grease are important parts of any giant worm’s diet 


he last couple of years have seen the 

birth of a new genre of computer 

games—the remake. Classic games are 
being revamped to take advantage of all the 
clock cycles and video accelerators that can fit 
on a desk. Here we look at the latest contribu- 
tion to remakes, Dune 2000. The original Dune // 
was one of the games to start the real-time 
strategy craze and now true to form it’s back. 
The only problem is Westwood focused so 
much on the old they forgot to work on the 
new, and we have a game that was obsolete 
even before it was released. 

Like its predecessor, Dune 2000 is based on 
the classic science fiction novel by Frank 
Herbert. The desert planet Dune is the only 
source of Spice, a substance that can be used for 
everything from food to spaceflight to laundry 
detergent. Naturally, demand for Spice is high, 
and there is a conflict over who will control it. 
The Emperor has declared that the House to har- 
vest the most Spice will gain control of Dune. 
Three Houses arrived for the challenge: The 
Atreides, the Ordos and the Harkonnen. 

With few exceptions, the units in Dune 2000 
are the same as in the original. The three sides 
almost identical, differing only in a couple 
advanced units. Players are given the standard 
infantry, tanks and light assault vehicles. There 
are a couple of special units, including a Sonic 
Tank that does damage with sound waves (units 
that attend heavy metal concerts are immune to 
this attack). The only other interesting unit is 
one that temporarily causes an enemy to 
change sides. For the most part, the elements of 
warfare are quite unoriginal. The system of base- 
building is also familiar; it is analogous to that of 
the Command & Conquer series, which itself was 
an offshoot of the original Dune //. Construction 
yards, power plants, barracks, factories; all the 
old gang is present and accounted for. 

The engine feels almost identical to that of 
Command & Conquer: Red Alert, and the interface 
is the also the same. Graphically, the game is 
also very comparable to Red Alert. The explo- 
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Dune 2000 


Too much sand ts a bad thing 


sions are decent, but 
the terrain is rather 
bland (wow, more 
sand!). The similarities 
to older games bring 
up problems: the Red 
Alert engine was not 
groundbreaking when 
it was released in 1996; 
today an engine mod- 
eled after it is simply 
obsolete. For example, 
there are no unit queues—every time a unit is 
done building, you have to click on the bar to 
start a new one. This can be quite annoying 
when mass producing infantry. Also, no rallying 
points can be set for units leaving a building. 
There is no patrol feature or scout option. In the 
same vein, no waypoint feature is included. The 
game doesn’t implement fog of war. Also, the Al 
has not been improved from earlier games; 
computer opponents still use the uncoordinated 
trickle strategy to annoy gamers into submis- 
sion. Although the original Dune // was a great 
game for its time even with all of these short- 
comings, time and increased competition has 
upped the standards. In this case, Westwood 
simply did not keep up. 

Other problems with the game have filtered 
down through the years. Infantry are worthless 
in the face of tanks; tracked units drive over 
them effortlessly. The artillery is powerful, but 
so lightly-armored and short-ranged it gets 
demolished by tanks. Airpower exists, but in 
practice does not play a significant role. The 
effect of all this is that he who builds nothing 
but tanks will usually do quite well in the game; 
the bane of the tank rush is still alive and well 
after all these years. 

Despite these shortcomings, Dune 2000 does 
have a few good points. The cut scenes are nice, 
and the plots on all three sides are better than 
most games of the genre. It is a well-rounded 
game, with complete single and multi-player 
components, a nice plot, and few major bugs 


Command & Conquer 


Infantry obey orders so closely they will not move out of the way of 
oncoming tanks unless you tell them to 


If this doesn’t look familiar, you haven’t played much 


ae i 


Nothing like a couple good explosions to bright- 
en up otherwise drab terrain 


(though a patch is being issued to address some 
problems with multiplayer). While there is no 
innovation, Westwood’s years in the RTS genre 
have created a strong base of gameplay. 

Overall, Dune 2000 offers nothing that we 
have not seen many times before. It is clearly tar- 
geted at nostalgic fans of the original game. 
There are no fatal flaws to the game, but there 
are no compelling strengths, either. In short, if 
you are looking for something that has not been 
done over and over again, look elsewhere. 
—Ryan Brush 


Dune 2000 

Westwood Studios * www.westwood.com ° 
Requirements: Windows 95, 98, 9OMHz 
Pentium or higher, 16 MB RAM, 4X CD-ROM + 
Multiplayer: 2-6 players, Internet, LAN, modem 
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LOCK AND LOAD THIS SPRING. 


Windows® CD-ROM | 
: : ALIENS™ & © 1992 Twentieth Century Fox Film Corporation. PREDATOR™ & © 1998 Twentieth Century Fox Film Corporation. ALIENS VS. PREDATOR™ & © 1998 Twentieth 
w ww.foxinteractive.com Century Fox Film Corporation. All Rights Reserved. “Aliens,” “Predator,” and “Fox” are registered trademarks of Twentieth Century Fox Film Corporation. All Rights Reserved. 


People’s General 


Time for a Stalinist purge? 
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The Pusan Perimeter revisited 


he word came out—the next General 

game wouldn't be set in WW II or feature 

a fantasy/sci-fi setting. Instead it would 
be built around a hypothetical modern conflict, 
one which has a Communist China feeling its 
oats and getting frisky... all across Asia. You'd 
get U.S. and Russian units fighting together 
against the technically less-superior but much 
more numerous Chinese forces. You'd get all 
the modern military doodads—plus a few that 
haven't been fielded yet—and with them a 
form of warfare that would be much more fluid 
than even the blitzkrieg battles of WW Il. You'd 
get a game built in the accessible General style, 
but hopefully without the weaknesses of some 
of the earlier games. It sounded like a lot of fun, 
but in reality it’s a fair amount of fun weighted 
down by some heavy flaws. 

Earlier General games had a large dose of 
“puzzle” in their gamplay, but People’s General 
does a surprisingly good job in addressing this; 
instead of solving a puzzle, you feel more like 
you're conducting a battle. In part this is due to 
the modern military units you’re using, espe- 
cially the game’s refreshing airpower/air mobil- 
ity system—when you can use helicopters to 
rapidly move certain units from one spot on 
the map to another, it’s hard to build a purely 
puzzle-based mission. 

The designers have included a new method 
of customizing units with special “attachments,” 
giving a unit, say, bridging capabilities, better 
defenses against helicopters, or extended sup- 
ply capabilities. Vaguely representing the real- 
world cross-attaching of specialty sub-units, 
these attachments subtly enhance gameplay. 

Scale was a concept largely ignored in the 
earlier games, but this time around much has 
been fixed. The map scale is now set at about 
three kilometers per hex, and units are rough- 
ly battalions/regiments with some companies 


COMPUTER GAMES 


‘ nla 


thrown into the mix. The maps, 
which are visually quite nice, 
don't give you a good feel for 
the scale, however (a painted 
image of a downtown block 
might fill that three kilometer 
hex), and sometimes units 

can be lost inside all those 
pretty graphics. 

One thing that was very jar- 
ring about Panzer General was having a flight of 
early-war French bombers decimating a wing 
of top-of-the-line German fighters—that kind 
of ahistorical result gives some people gaming 
heartburn, but doesn’t bother others. In 
People’s General it's much less of a problem but 
it may still be there. “May” because it’s hard to 
tell—are those weird combat results due to 
some strange confluence of unit characteristics, 
leaders and attachments, terrain effects, and 
the roll of the dice, or because of bad design 
and/or bugs? This would be easier to figure out 
had the manual been something more than 
very vague concerning things like terrain and 
attachment effects and modifiers; in other 
words, if you live for a Combat Results Table, 
you won't be happy. (The manual is a mixed 
bag overall: basic functions are well described, 
but some specific advanced functions are dealt 
with poorly.) Ranges in particular (for units that 
have them) are a bit wonky, and there have 
been numerous anecdotal reports of in-range 
artillery not conducting defensive fire properly 
(although several runs through a test scenario 
didn't find anything conclusive). 

Multiplayer is one of those “oh so close” 


kinds of things. First off, the Mplayer version of 


the game—advertised prominently on the 
front of the box—wasn’t implemented as of 
this review, approximately three weeks after 
the game’s release. General Internet TCP/IP 


Some machines may have problems displaying this strategic 
map; SSI claims it’s a video driver problem 


A comprehensive scenario editor hurt by the lack of a map edi- 
tor (yeah, the map graphics are hand-painted bitmaps, but they 
could’ve given us the ability to import bitmaps, no?) 


play is marred by a awful, laggy chat and the 
lack of a multiplayer-save. Play-by-email would 
have been a blast—small, fast turns and short 
scenarios, perfect for the busy gamer—were it 
not for the lack of a replay function; as it is 
now, only diehard fans will use this feature. 

And yet... and yet... you can still squeeze a 
surprising amount of fun out of the game. 
Yeah, it’s not realistic, and even within the 
game’s framework things often seem strange, 
but eventually you get used to the quirks and 
get an almost intuitive feel for how events will 
turn out. You'll still go “ARRGGHH!” at the game 
system from time-to-time, but you'll manage to 
get enjoyment from it, especially when you've 
conducted a successful heliborne operation 
behind your enemy’s lines. Fans of the series 
will find it the best real-world game since 
Panzer General itself, and even series critics may 
find it the best of the bunch, but anyone who's 
hated all General games—including the top 
dog, Fantasy General—won't find a revolution 
in People’s General. —Scott Udell 


People’s General 

SSI * www.ssionline.com * Requirements: 
Windows 95, 98, 166 MHz Pentium or higher, 
32 MB RAM, 8X CD-ROM + Multiplayer: 2-4 play- 
ers; Internet, LAN, play-by-email 
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arzone 2100 is an intense new 3D action strategy game from England-based 
Pumpkin Studios. Warzone 2100 is Pumpkin’s first title, however the collective 


of highly experienced staff goes back to years of Amiga development and work | y 


on the X-Com series. The in-depth gameplay features 400+ technologies to research, 
2000+ different units to design at your own will, a fully rotatable and zoomable 3D terrain, 
three large campaign maps to conquer, and 24 fast-play mission maps for extra action. 


In today's market of sequels and large franchises it's great to see an original game such 
as Warzone 2100. Combining great depth in gameplay with an amazing story about the 
collapse of earth due to a computer malfunction is just the beginning. The 3D terrain 
and special effects are better than anything seen before in the genre, but the most unique 
feature is the vehicle design. Vehicle design uses a simple mix and match selection of 
vehicle parts to create over 2000 different vehicle types. The technology you find 
throughout the game enables you to design and experiment with a variety of weapons, 


propulsions and bodies. This is where you really have to use your brain. Below we've out- | 


lined some of the vehicle types to familiarize you with the basics. 


Medium Tanks _ 


As technology progresses new bodies become available with heavier armor and more 
efficient weapon systems. This medium tank is slower moving than the light vehicles, 
but packs heavier weapons and is more heavily armored. 


Heavy Tanks 


Heavy tanks carry huge weapons and are heavily armored. Expensive in power costs, 
they are produced slowly, but are hard to destroy. Heavy tanks form the main part of 
assault forces using their vast weight to crush all opposition. 


Propulsion Systems 

These systems are used to make your forces as effective as possible. Once researched, 
propulsion systems can be added to a unit that meet their specific mission needs. 
Coming in a wide variety of styles and toughness, a commander will never be at a loss 


when faced with varying terrain. Correct propulsion system choices are a commanders 
key to winning a battle. Some system examples are Hover Jets, VIOL, and Wheels. 


Commanders 


Commanders lead other vehicles in battle. They are equipped with laser designators which 
allow them to nominate targets for an entire group. Commanders form a key part to the game. 


Sensor Vehicles 


These vehicles are equipped with powerful sensors that allow them to detect enemy 
units and structures that are outside the range of other vehicles. 


Jammer Vehicles 


Jammers block enemy sensors by reducing their range and power. They also make it 
harder for units within their range to be hit Realistic Line of Sight Hills & Structures 
conceal enemy units Vehicles rely on sensors to detect enemies Fog of War hides enemy 
movement ECM Jammers conceal units Build radar towers to sweep areas for enemies. 


VTOL Attack Craft 


Units may be fitted with a variety of propulsion systems. This VIOL Attack Craft is ideal for 
strafing enemy vehicles and flying close escort for land based units. In addition to designing 
units, all vehicles and vehicle groups incorporate a very sophisticated Al system. Players can 
set unit survival levels, define objectives, set waypoints, assign factory delivery point of units 
to anywhere on the map, and use Commanders to direct groups. 


Structures 


‘Structures are built using construction vehicles. New structures are discovered via 
‘research and structures may be upgraded to improve their performance and defensive 


values. A few of the structures available are shown on the following pages. 


Command Centre 


The Command Centre is the pivotal centre of your base. Its battle computers collate 
battlefield information and display them on the radar and intelligence screens. 


Resource Extractor 


|Oil derricks are used to extract resources from oil deposits. Power generators convert 
/resources into energy for structures and units. Generators may be upgraded to produce 


more power. 


Factory 


Factories produce vehicles of varying sizes and abilities. A light factory turns out smaller 
vehicles; a heavy factory produces huge tanks and construction vehicles. Factories can 
ibe upgraded by the addition of new systems that are available through research. 
Upgrades lead to faster unit manufacture and improved components. Factories may 
also be set on constant production (resources permitting) and newly built units can be 
ordered automatically to anywhere on the map. 


Gun Towers 


Build strategically situated gun towers to pour deadly hails of fire onto approaching 
enemies. As the game progresses you Can equip the gun towers with increasingly pow- 
erful weapons. 


Research Facility 


Research is carried out by robotic research brains on artifacts recovered during missions. 


\The amount of time required to research an artifact depends on its sophistication. Basic 


research facilities crack simple research tasks relatively quickly, but high-powered facili- 


ities are needed to research the secrets of sophisticated technologies. 


Your headquarters can remain in the same spot 
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Cyborgs taking their pot shots in the Rocky Mountains 


Everything that goes up must come down. 
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2-8 Players « Local Networks - Internet Action - EidosGames.com «In Game Speech transmissions between players Pumpki Studie: 
Play campaign games or fight in Death Match battles: Fully customizable set-ups - Select technology levels : Set power levels in 
Create and break alliances - Design your own custom force - Save out force rosters for future battles : League table showing victories and losses 
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vee A mobster sim. 


Gangsters: Organized Crime 
takes place in New Temperance, a 
city similar to Chicago in the 
1920’s during the prohibition era. 
This was a dark time in American 
history, alcohol was illegal, extor- 
tion ran rampant, and half the 
police force was on the take, look- 
ing the other way when criminals 
broke the law. 


Crime wasn’t random acts of vio- 
lence and wrong-doing either. It 
was planned, systematically, by 
mob bosses. These mob_ bosses 
would issue orders to their lieu- 


tenants who would carry them 


out. Crime was truly organized. In 
Gangsters: Organized Crime, 
Eidos Interactive and Hothouse 
Creations allow you to take a 
unique perspective on the whole 
prohibition era; you are a crime 
lord, in charge of your own gang. 


The game starts out with a 
detailed interface where you 
review the aspects of your crime 
family, and take a look at the city 
around you. The map has three 
levels of detail — two levels in the 
notebook and three in the isomet- 
ric game week. At the closest, you 
will see the buildings in a three- 


quarter view perspective and see 
exactly who is walking where, at 
the farthest, you will see a dozen 
city blocks at a time. 


Each city block is separated into 
nine sections, eight sections sur- 
rounding a central middle one. 
The eight sections are all various 
businesses from flower shops and 
dressmakers, to newsstands and 
banks. Every aspect of the daily 
lives of the citizens of New 
Temperance is modeled for the 
player to interact with. You can 
send your men into any of these 
businesses to extort ‘protection’ 


money out of them. If they don’t 
pay up, you can remind them that 
it is you they need protection 
against by roughing up their place 
until they cough up the dough. 


If you extort enough money out of 
a business — or even buy it — it falls 
under your control. If you control 
all eight surrounding buildings, 
the all-important ninth interior 
section becomes active. Here is 
where all the illegal and shady 
deals go down. In this section, you 
can have your speak-easies (illegal 
bars where a guy can buy a drink), 
betting houses, prostitution rings, 
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GANG WARFARE COMES T0 TOWN 


CITY IN CORRUPTION SCANDAL . — _— HOLD. 


The New Temperance Post fills you in on the status of rival mobs (as well as your own!) 


All out gang warfare should 
be your last resort....... 


Choose each ste your = for 
strengths you most appreciate. 


at the end of the game week. 


Arm your gangs wisely with the weapons 
that best fall into their skill set. 


Send your lieutenants out 

into the city and track them 

each separately as the ga 
game week unfolds. 
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Advertisement 


An entire virtual world with 
over 5,000 citizens. 


Arson is one way to put the 
competition out of business! 


counterfeiting presses, or a myriad 
of other businesses from the wrong 
side of the law. 


New Temperance is a big town, but 
it will soon feel like it is too small. 
You see, you are not the only crime 
lord trying to get in on a piece of 
the action. There are up to three 
other mob bosses who are vying 
for control of the underworld. The 
computer can play these oppo- 
nents, or, if you are on a LAN or 
MPlayer, they can be human oppo- 
nents. Graphs and charts at the 
end of every game week tell you 
how you stand up against each of 
the other crime families. 


To really simulate the feel of run- 
ning a crime syndicate, Gangsters: 
Organized Crime starts off each 
game week in a ‘turn’ based mode. 
you give Orders to your 
Lieutenants for the week (a clock 
face shows you how much of their 
week they have left for you to 
issue orders to them). You also 


buy equipment (including the all- 
important tommy gun in the vio- 
lin case) to outfit your team for 
their various jobs. 


The tasks you can have your 
gangs perform are varied and 
detailed. The most basic are the 
ability to extort protection money 
out of local businesses and to 
recruit new members into your 
organization off the street. Once 
you master these, you can move 
into the more violent crimes of 
intimidation, bombings and mur- 
der. You can intimidate business- 
es who refuse to pay you protec- 
tion, bomb key buildings of your 
competition, and put out con- 
tracts on key citizens of New 
Temperance — or just the flower 
shop owner who called the cops 
on you last week. 


Once you have assigned your 
orders, you click on the icon to 
start the game week. Here the 
game runs in accelerated time 


and you can watch your gangs 
perform your orders. You can cre- 
ate windows to keep tabs on your 
personnel or on your rival’s men 
as the week progresses. You can 
adjust the time scale up or down, 
to make the week go by faster or 
slower. To top it off, you have 
some limited control of your 
gangs while the week is progress- 
ing. For example, you could issue 
some of the orders that you nor- 
mally issue at the beginning of the 
week (such as extort) and have 
your lieutenant carry them out 
instantly. This really comes in 
handy when your rival decides he 
wants to bomb you out of exis- 
tence. You can instantly change 
your gang’s orders to basically 
declare an all out gang war. Get to 
them before they get to you! 


At the end of the game week you 
get a rundown on how the week 
went in the form of the New 
Temperance Times, a newspaper 
that provides you the latest news 


on your progress and has several 
articles to help you plan out next 
week’s actions. Reading the New 
Temperance News can clue you in 
on where you need to concentrate 
your efforts in the coming week. 
You also get a financial run-down 
on the organization. In the begin- 
ning of the game, you do all the 
books yourself, but after a while, 
when the money starts pouring in, 
you need to hire an accountant to 
hide the profits from those nosy 
Feds. But watch out, pay him well 
or he will turn against you and 
start skimming money for him- 
self, giving it to the competition, 
or even worse, going stoolie on 
you and singing to the Feds. 


All in all, Gangsters: Organized 
Crime does what it set out to 
achieve, simulating a full-blown 
crime syndicate during the 1920's. 
You have complete control of 
every aspect of your gang world, 
so be careful and don’t go too mad 
with your newfound power. 


Al "Scarface" Capone 


In 1927, government estimates had 
him grossing $105 million a year. 


Planned the massacre of 7 mem- 
bers of the "North Siders" gang 
on St. Valentine’s Day in 1928. 
Convicted of income tax evasion, 
spent 11 years in the federal 
prison on Alcatraz Island. 


IF HE HAD PLAYED GANGSTERS: 
ORGANIZED CRIME: 

Al could have had his accountant 
"whacked" and brought in some- 
one who could cover his income 
a bit better. 


Features: 
* From the makers of 
X-COM™ and Civilization™ 
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Benjamin "Bugsy" Siegel 


In the early 1930's, he established 
Murder, Inc. with Meyer Lansky. 


In the mid 40’s, opened the first 
hotel/casino, the Flamingo, in 
Las Vegas. 

Whacked on June 20th, 1947 for 
not paying back loans to the 
National Crime Syndicate. 


IF HE HAD PLAYED GANGSTERS: 
ORGANIZED CRIME: 

Benjamin could have started his 
own rackets to make up money 
lost in the casino fiasco. With this 
he could have paid back Luciano. 
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Dutch Schultz 


Started his life of crime as a 
fourth-grade dropout. 


Had his number one hit man, Joe 
"Legs" Diamond and his entire 
gang eliminated one by one 
when he discovered Diamond 
was cheating him. 

Joined Luciano’s Syndicate but 
went against them by putting out 
a contract on D.A. Dewey. The 
Syndicate had Murder, Inc. take 
care of Schultz once and for all. 


IF HE HAD PLAYED GANGSTERS: 
ORGANIZED CRIME: 

Dutch could have made sure that 
those people in the crime syndi- 
cate were ones that backed his 
decisions, by allying with gangs 
that held similar points of view. 


Charles "Lucky" Luciano 


By 1925, he had near total con- 
trol of all prostitution in 
Manhattan. 


Founded the National Crime 
Syndicate in 1930. 

Filed his income taxes every year, 
in the amount of $22,500 as 
income from gambling. 


By 1935, D.A. Thomas E. Dewey 
brought him in on ninety counts 
of extortion and prostitution. 


IF HE HAD PLAYED GANGSTERS: 
ORGANIZED CRIME: 

Charles could have put out a 
contract on the D.A. and avoided 
any charges, or he could have 
‘gifted’ the jury to make sure 
they came back with a more 
favorable verdict. 


© Combining both in-depth strategic planning and real-time tactical gameplay 

*@ (reat cityscape, diverse buildings and transport create real atmosphere of the 1920's 

* (ver 1000 city blocks, complete with shops, apartments, offices and public buildings 

© City population of 5000 animated souls, including: 2000 Civilians, 2000 Business Owners, 
400 Gangsters, 250 Police, 100 FBI.Kill, figh and bribe your way to the top! 

© Recruit skilled gangsters to boost your team 

@ Take over new parts of the city 

© Defend your own territory 

* Flout the city legal system 

© Bribe, intimidate or ‘rub out' City Officials, Judges, Jurors and witnesses 

Delegate tasks to trusted lieutenants or give orders to individual hoods. 

© Plan your strategy to exert control over the city 


© Internet, LAN and modem play for up to four players 


Requirements 
100% compatible Windows 95 and DirectX 6.0 system * Pentium 133 or better ° 16 MB RAM 
SVGA Video Card DirectX 6.0 (supplied) * DirectX 6.0 compatible sound card * Mouse 
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Independence War 


It’s SIM-ply fantastic 


n 1990, a not-so-little company called 
Origin released a groundbreaking game 


called Wing Commander. Space combat had 


been done before, of course, but Origin’s 
approach to the subject matter was entirely 
original. While the avionics and mission struc- 
tures in Wing Commander might seem simple 
by today’s standards, at the time they helped 
the game feel more like a flight simulator than 
an action game. The concept of “simulating” 
the experience of piloting a fictional vehicle 
struck a chord with many gamers, and the 
space sim genre was born. 

There is no shortage of space sims on the 
market today, but in many ways the genre has 
drifted away from the elements that originally 
made it so attractive. Origin’s recent space sims 
have allowed story to steal the spotlight from 
simulation, and few other developers have 
seemed willing to take the simulation concept 
to the next level. Space sim fans that have been 
disappointed of late with the genre need not 
despair, however—UK developer Particle 
Systems has thrown down the virtual glove, and 
thrown it down with a vengeance. Independence 
War manages to successfully rekindle and 
expand upon most of the elements that made 
the original Wing Commander fun. 

Lacking a real-world model to emulate, 
space sim designers must create vehicle sys- 
tems and avionics out of whole cloth. This can 
be either a good or a bad thing, depending on 
how it is exploited. Used only as a tool to bal- 
ance the game, this freedom can ruin suspen- 
sion of disbelief by assaulting the player with 
systems and weapons that compliment each 
other but are not particularly practical or 
believable (call it the “zany missile syndrome’). 
When approached as a challenge to the 
designers—a challenge to imagine internally 
consistent technologies and to design the 
avionics that might best be used to manage 
them—it can make for very compelling game- 
play. Independence War makes use of the latter 
approach, much to its favor, and adds to the 
verisimilitude of the experience with a dose of 
hard science fiction (just the thing for a case of 
the space opera blues). 

The player takes command of a 
Dreadnaught-class corvette (their spelling) in 
the service of the Commonwealth Navy. At 162 
meters long and weighing in at 65,000 metric 
tons, the Dreadnaught is a bit heftier than the 
fighter ships that usually play starring roles in 
similar games. It takes a total of 44 people to 
crew the ship, but gameplay focuses on the 
four major control stations in the command 
module of the ship. While theoretically playing 
the role of the ship’s captain, the player can 
jump between the command, navigation, 
weapons, and engineering stations at will dur- 
ing the game. The will probably spend most of 
his or her time in the navigation and weapons 
stations, as these offer the most useful range of 
controls for operating the ship. The command 
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Jefferson Clay, the original captain of the Dreadnaught, provides the player with occasional assis- 
tance, even though he dies in the game’s opening movie (don’t ask) 


The player often has a choice when selecting 
missions; some missions are optional, others 
become available when the player accomplish- 
es certain goals 


station, which allows access to mission objec- 
tives and the ship’s database, generally sees 
use only at the beginning of a mission. 
Surprisingly, the engineering station is some- 
thing of a disappointment, this despite the fact 
that it is more detailed and provides a greater 
degree of control over repairs than is generally 
found in other games. Combat often moves a 
bit too fast for the player to take the time to 
sort through all that detail and prioritize sys- 
tems for repair, and the repair teams do a good 
enough job of prioritizing things without any 
assistance anyway. While the redundant nature 
of the engineering station does not really 


The Dreadnaught’s shields take a hit... the 
shields can only protect against a limited num- 
ber of threats at a time—the carat over the 
Puffin-class tug indicates that he is currently 
being tracked by the ship’s upper shield array 


detract from the game, replacing the prioritiz- 
ing Al with a feature that pauses the game 
whenever the player accesses the station might 
have provided some incentive for the player to 
actually use it once in a while. 

The navigation and weapons stations more 
than make up for any shortcomings the engi- 
neering station might have by providing the 
player with an array of controls that are both 
innovative and thoughtfully laid out. 
Navigation is the only station situated in front 
of an actual window, and the relatively unob- 


TARCET: ORE PROCESSOR 


The engineering station certainly is detailed. 
player will rarely use it 


The engineering station certainly is detailed... 
too bad the player will rarely use it 


structed view it offers is ideal for non-combat 
maneuvering. Players expecting simple control 
that mimics atmospheric flight might be a bit 
surprised—Newtonian physics are the basis of 
the game’s flight model. Stringently abiding by 
the laws of inertia, ships alter their course by 
the use of lateral thrusters. An “assisted flight 
mode” allows the computer to fire thrusters 
automatically to try to keep the ship’s flight 
path in line with the direction the ship is facing, 
but even with this mode activated the 
Dreadnaught will not turn on a dime. The ves- 
sel will slide as the lateral thrusters labor to 
swing its flight path around to match the new 
heading as a grid of lines on the HUD provide a 
visual queue to the actual direction of flight. 
More challenging (and often a key to combat 
tactics) is the option to switch off the assisted 
mode and pilot the ship by firing all the 
thrusters manually. Flying in this manner 
allows for some combat maneuvers that would 
not be possible in assisted mode, but it is diffi- 
cult to maintain control for very long. A flight 
path indicator (a common feature in most 
modern avionics) might have complimented 
the HUD’s “motion grid” by giving the player a 
more specific indication of the direction of 
motion. Lacking such niceties, the assisted 
mode can always be switched back on if the 
ship becomes too difficult to control. 

The familiar “cockpit-style” view of the navi- 
gation station might entice the player to spend 
all of their time there, but even though the 
Dreadnaught’s weapons can be fired from this 


.. too bad the 


The player can access mission briefings, ship information, and mission 


objectives through the command station 


Once engaged in combat, the weapons station 
allows the player to maintain stronger situa- 
tional awareness and to padlock and engage 


targets not directly in front of the ship 


station, they are much more effectively 
employed through the use of the weapons sta- 
tion. In place of the window is a smaller moni- 
tor that can give the player a tactical chase 
view of the Dreadnaught that keeps targeted 
ships padlocked in the center of the view. It 
takes a bit of practice to use, but once mas- 
tered it allows the player to better track and 
evade enemy ships in combat and employ all 
of the Dreadnaught's weapons (including those 
facing the rear of the ship) effectively. 

Even the descriptions of the science that lies 
behind the game’s fictional technologies (in 
other games, often merely an afterthought pep- 
pered with technobabble) shows an acute 
attention to consistency and believability. There 
are a number of instances where the player sees 
the same technology being used in different 
applications—the same principle that allows 
the ship’s Linear Displacement Drive to propel 
the ship at velocities approaching the speed of 
light also powers the shields, for instance. It 
may seem like a small thing, but it adds a lot to 
the atmosphere of the game. There are some 
concessions to drama (sound carries surprising- 
ly well through the vacuum of space), but these 
are generally few and far between. 

Perhaps the most surprising thing of all is 
that while Independence War strives to place 
more emphasis on simulation, it doesn’t seem 
to take any away from the story. The excellent 
opening movie (all 14 minutes of it) sets the 


stage for a complex and interesting story that 
leads the player through a mission tree that is 
loaded with branching plot lines and optional 
missions. It is obvious that a lot of thought 
went into the design of the missions them- 
selves, and they present a lot more variety than 
the common “patrol area A and engage enemy 
B” type of mission objective that has become a 
staple of the genre. Searching for salvage in a 
debris field, participating in a massive fleet 
blockade, investigating suspected space piracy 
and repairing malfunctioning communications 
relays are only a small sampling of the numer- 
ous different tasks the player will be assigned. 

The missions are addictive right from the 
start, but it doesn’t take long to realize that 
they are also difficult. Extremely difficult. Some 
missions are also rather long, and the option to 
save in the middle of a mission would have 
been a welcome addition. The unfolding story 
provides some strong incentive to keep plug- 
ging away when the going gets tough, but 
players who have a low tolerance for frustra- 
tion should consider themselves warned. 

In its trip across the ocean from the UK, the 
game’s graphics have had something of a 
facelift. 3D accelerator support for both 
Voodoo chipsets has been added, and the end 
result is quite stunning. The game’s sound 
design is equally attractive, with excellent radio 
chatter and ambient noises (even if sound 
shouldn't be able to travel through a vacuum). 

Independence War has enough innovation 
and solid gameplay to make it the most enter- 
taining game the space sim genre has seen 
since the original Wing Commander. There is 
perhaps still a niche to be filled by a game that 
aspires to offer all the rewarding complexity of 
a modern hard-core flight sim—/ndependence 
War is certainly a large step in that direction. 
—Benjamin E. Sones 


Independence War 

Infogrames Entertainment > 
www.infogrames.net * Requirements: Windows 
95, 98, 166MHz Pentium or higher, 32MB of 
RAM, 4X CD-ROM + Multiplayer: None 
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OMPUTER GAMING Wor-.p 


I’ve got to get to the Temple of Mars to 
make a sacrifice before tonight’s contest 
in the Coliseum. I think I’m losing my 
touch. Last night the lions nearly took 
my head off! If only | hadn’t missed 
that last lesson at the Gladiator 
School... 


* Honor the gods of the Roman 
Pantheon by throwing festivals and 
constructing temples — or you may 
incur their wrath. 


SOLDIER 


March, march, march...Got to 

keep on the lookout for the 

Barbarians. Oh yeah, and rumor 

elemeere move again. Wait! Is th eee: 
a camel over there? _ sore 
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@ PRIEST and battle screens. 


{1 don’t know what the world’s coming to 
these days.-Young people run-wild in the 
streets, forgettingall about-the gods. |. 
don’t know where I’m going to finde? — 
» enought Vestal Virgins tiiseyear... 
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* Use the trade map to connect your 
city — and its goods — to the rest of 
the Empire. 2 
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Rainbow Six 


A fun but flawed action/strategy hybrid 


action/strategy games. Both 

Uprising and Battlezone wowed 
critics with their unique—at least for 
that moment—blend of twitch and 
shout action and gray matter depth. 
Folks longing for action games with 
more bite, or strategy games with 
more bark, flocked to the titles 
in...well, if not droves, at least 
healthy enough numbers to keep the 
genre going. 

Now Red Storm entertainment 
has released its own unique cut on 
genre blending—Rainbow Six is the 
name and strategy/shooter is the 
game. The game mixes one part 
Quake I/ shooter with two parts 
SWAT 2 planning into an enjoyable, if 
somewhat flawed, title. 

You play a god, one that not only 
Stalks terrorists, dispensing judgment 
at the end of an assault rifle, but one 
who also plans how the terrorists will 
be stalked. You’re a god who selects, 
from a team of international bad- 
asses (i.e.,, Rainbow), who will do the 
stalking, and even what they will 
stalk with. In short, you play a person 
who, in reality, doesn’t exist. But, this 
is cybereality; gamers want control, 
and Red Storm gives it to them. 

Your god-like focus is on righting 
“terroristic” wrongs through a seven- 
teen mission campaign that includes 
hostage rescues, covert infiltrations, 
and Improvised Explosive Device 
(IED) neutralizations. Additionally, 
there is a multitude of training exer- 
cises and, although poorly docu- 
mented (haven't these folks ever 
seen the Mechwarrior 2 tutorials?), 
they do an excellent job of training 
potential Jack Clarks to wipe the stain of terror- 
ism from the planet. 

The action, or “fieldwork,” part of the game 
feels like a cross between a Quake // game with 
poor artificial intelligence and Sierra’s SWAT 2. 
You view the world through a team leader's 
eyes as you crouch, run, and snipe towards 
your objective. Other fire teams follow your 
direction, allowing strategically complex 
assault plans. The killing, however, isn’t always 
easy. Those used to rolling into Quake II's Tokay 
Towers, punching the strafe key and leveling 
the bad guys are in for a rude awakening. 
Frequently doors will need to be explosively 
breached, rooms flash-banged, and strong- 
holds assaulted from multiple directions to 
minimize your casualties and maximize the 
enemy’s. But make no mistake, the difficulty 
lies not in a superb Al, nor strategic enemy 
placement but rather a sensitive—and we have 
chosen that word carefully—versus realistic, 
damage model. 


i t's been a big year for 
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An escort to safety 


No doubt, bullets, at least large ones, are 
mortally injurious to human health. Rainbow Six 
portrays this lethality well. Two shots to the 
chest or head will bring you, or anyone else, 
down. Unfortunately, two shots (or there- 
abouts) to the left ring finger will also bring 
you, or anyone else, down. This is great for 
knocking off terrorists when the game’s fre- 
quent clipping problems allows them to stick 
their hand through the door, but ruins the 
title’s suspension of disbelief. 

Nevertheless, “double-tapping” freedom 
fighters is not your only job. You must first plan 
how you, and your co-workers, will neutralize 
the bad guys. Picking the team, equipping the 
team, and setting their waypoints and 
actions—from picking a lock to escorting a 
freed hostage—is great fun. 

Unfortunately, the graphics don’t provide the 
same rush. The soldier animations are on par 
with Quake //, but the environment can at times 
be stupidly barren. Entire rooms are unfurnished, 


and lighting effects are nowhere near 
Unreal or the upcoming Shogo. 

The Al, however, (or rather the 
lack of it) is the real horsefly in 
Rainbow Six’s ointment. You can fre- 
quently pick off guards ten feet 
from, and in full view of, their bud- 
dies. Their comrades’ reaction? 
Nada, nothing, zilch. The remaining 
guards continue to patrol their 
posts. Now that’s discipline! 

The friendlies are little better. 
Your team will stick by you. So close 
by you that turning in close quar- 
ters, or backing out of a room, can 
be nearly impossible. Occasionally, a 
trooper will get caught in a corner, 
and spend the rest of the mission 
nose to the wall, legs churning. And, 
although your allies return fire effec- 
tively, they rarely take cover or even 
crouch. But you can’t blame them for not 
crouching—the game doesn’t allow moving 
from the crouched position. Here we are, play- 
ing a Supposedly realistic simulation of covert 
operations, and you must stand—and expose 
yourself to fire—to move. Not! 

Still, the game is enjoyable. The missions can 
be skin-crawly tense and the strategic planning 
is a joy. Nevertheless, poor Al, coupled with 
mundane and buggy graphics give the game a 
“late-beta” feel. The genre bending idea is 
good, but the all too typical entertainment 
industry execution is ...well, less than good. 
—Mark H. Walker 


Tom Clancy’s Rainbow 6 

Red Storm Entertainment * www.redstorm.com 
Requirements: Windows 95, 166MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM - 
Multiplayer: 2-8 players, Internet, LAN 


vengeance will be yours. 


A bold new odyssey of combat and exploration 


In a dazzling 3D world that dwarfs everything 
= except your burning hatred, you must master 
3 radically different styles of combat. Along 
3 unique paths. And reap retribution in 32-player 
deathmatches. Immersed in incredible lighting 
and particle fx. You have 3 golden chances to 
make the bastards pay. Treasure them. 


www.dark-vengeance.com 


Available at your local retail store 
Order direct at store.gtinteractive.com or call 1-800-610-GTIS. 


‘ONEED A HINT? 
1-900-CALL-26T 
(225 5248) GT Interactive 

(95¢ per mincte. $1.95 for 6 Software 
fax back maps) Must be 

ARPA 71] — — Za 18 years of older or have 

- Bs) f parents permission. to call whe 
¥.gigames.com == Touch -tone phones only www.glinteractive.com 


Dark Vengeance(TM) (C)1998 Reality Bytes, Inc. All Rights Reserved. Created by Reality Bytes, Inc, Published and distributed by GT Interactive Software Corp. GT and the GT Games Logo are trademarks and the GT Logo is a registered trademark of GT Interactive Software 
Corp. All other trademarks are the property of their respective companies. 
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Imagine the Earth. Ravaged by 


famine. Unable to sustain life. 
Reliant upon plants and minerals 
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Hurtling through space. 
Desperately searching for nourishment. Willing to stop at nothing to get it. 


Two species. Determined to survive. Two worlds. Destined to collide. 


Get ready for the most intense real-time battle in the universe. Blast your 
way through 5 colonial bases and 50 brain-crunching scenarios—all in 


isometric, retina-frying 3D. 


Choose from 5 different types 
of characters, each with its own 
special function, and a random 
arsenal of weapons. Go it alone 
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Urban Assault 


Repetition is boring, repetition is boring... 


uild a base, gather a 


resources, create armies, 

send them to crush your 
enemies, see them driven before 
you and hear the lamentation of 
their women. Sound familiar? 
They're called real-time strategy 
games, and many gamers are 
already sick of ‘em. 

Now there’s a new bandwag- 
on running through town. The 
next variation-on-a-theme, spear- 
headed by Uprising and 
Battlezone, is to combine the 
resource management and unit 
building of RTS games with the 
ability to pilot action-oriented 
vehicles on the battlefield. 
Behind door number three we 
now have Urban Assault, and 
while it exhibits flashes of bril- 
liance, it may be this nascent 
genre’s first dud. 

The skinny: there was a global 
disaster (dubbed “The Big 
Mistake” this time) and now five 
factions are fighting for what's left 
of the Earth. You are selected to 
lead the human resistance based 
solely on your gaming skills, a la 
The Last Starfighter. You undergo 
radical surgery to turn you into 
the perfect general, with absolute 
control over your army, including 
the ability to create new soldiers. 
Like most RTS games, you are 
thrown onto the field of battle 
with one (or more) enemies and 
can’t leave until you prevail. You 
must procure resources (in this 
case, power stations) and conquer 
territory to increase power out- 
put. You use this power to create 
units and conquer more territory 
until you are powerful enough to 
launch an attack. 

Sounds like myriad other games, but there’s 
that aforementioned twist. You can drive any 
vehicle in the game. It’s a great gimmick, but 
control is slippery: upon entering a vehicle, 
you'll have the funny feeling that the regular 
laws of time and space no longer apply. You 
can fly helicopters upside down, ricochet off 
the ground and flip over unharmed. 

There’s always a lot happening in this sort of 
game, so a good interface is imperative. 
Therein lies the rub—the interface here is an 
urbane insult, meticulously laid out and pretty 
to look at, but a bear to use. The main feature is 
a transparent map showing your current real 
estate holdings and all units in visual range. 
You can lasso a group of units to send them off 
to war in classic RTS fashion (you can use way- 
points as well) or warp your base to another 
location. The other useful bit is the squadron 
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..If you can find anybody to play 


manager, a list of all your units. You can re- 
assign squads by dragging and dropping or 
press a button to set aggression. So far so 
good, but switching between the mouse and 
keyboard game grows cumbersome when your 
army grows large. Since your units are too use- 
less to carry out attacks without you, you can 
take control by double clicking on any unit on 
the map or squadron manager. Unfortunately, 
units are also too inane to defend your base. In 
multi-front battles, when you are being 
attacked by two or three enemies and leading 
two or three attacks of your own, it’s much too 
awkward. Better Artificial Intelligence program- 
ming might have alleviated this, but as it is, if 
you aren't in control, you're sending units to 
the slaughterhouse. Yet if you leave your base, 
you'll lose it. Catch-22. 

Warts and all, it’s a thoroughly enjoyable 


pa 


Missions don’t have to be taken in order, but 
there is a critical path 


If you don’t control your vehicles manually, you 
might as well not bother playing 


experience for about the first 
quarter of the game. Gameplay 
feels unique, the graphics are 
functional and controlling the 
bouncing helicopters is actually 
pretty fun. But it gets repetitive 
awfully quickly. Mission objectives 
and environments are too similar, 
and become monotonous. It’s 
also hard, and most people will 
get too frustrated to bother play- 
ing beyond seven or eight mis- 
sions. If you play the game in 
standard RTS fashion—establish 
power stations, gradually build up 
an army and territory before final- 
ly priming for a big assault— 
you're in for a difficult time. The 
best strategy turns out to bea 
rush: build up force after force 
and throw them at the enemy 
quickly and repeatedly until one 
of you loses. Budding Machiavellis 
can occasionally get the enemies to attack each 
other, but for some reason conquering the world 
generally involves attacking only you. 

Repetitive gameplay with the occasional 
new maze might have been innovative in Ms. 
Pac-Man, but has no place in 1998. You'll be 
interested in Urban Assault for 13 missions, 
apathetic after 17 and comatose after 20. With 
twice as many still left to complete, the 
biggest challenge becomes staying awake. 
—Nathan Smith 


Urban Assault 

Microsoft * www.microsoft.com * 
Requirements: Windows 95, 133MHz Pentium 
or higher, 16MB RAM, 4X CD-ROM = 
Multiplayer: 2-4 players, Internet, LAN 
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: > LOKy: alte controls to adjust speed, brakes, train - 
direction and more in this first person, cab-view 
train simulation. | 
> Avoid costly collisions with ices pedestrians, 
trains and other active objects making their way 
across these layouts in a real-time environment. 
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> Couple‘and uncouple cars to build 
trains up to 100 cars long. ° 


> Inspect the layout and view game progress _ 
from different perspectives; roving 
helicopter, real-time walkthrough, user- 
defined camera placements and more. 
> Prepare game strategy including how many trains to 
include on each layout, where to place any additional 
trains and what cars are needed for specific cargoes. 


> Coordinate the movements of up to four trains on each layout. 


> Customize pickup and delivery schedules. 
> Import layouts, including 3D graphics, elevations and grades, from 3D Railroad Concept And Design. 


ee one 


wwwabracadata, com ° 1-800-451-4871 
“gibracadata - Available now on Windows 95/98/NT CD-ROM 
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Need for Speed III: Hot Pursuit 


EA scores big-time with the best-looking race game on the market 


here aren't a lot of “dynasties” in the rac- 

ing genre. While some games get a 

sequel, not many spawn an entire line of 
games that span several platforms. Test Drive 
was the first, but it’s been superseded by 
Electronic Arts’ Need for Speed line. After a 
strong showing with Need for Speed II SE, EA set 
out to produce the ultimate PC racing game 
with Need for Speed Ill: Hot Pursuit, and they've 
damn near succeeded. 

Upon loading up the game for the first time, 
you're immediately presented with one of the 
slickest menu system known to man. The blue- 
toned menu is full of life and animation, neatly 
laid out, well organized and easy to work with. 
You can discover what secret cars and tracks 
you might win by winning the various races, so 
you don't have to blindly guess if you’re trying 
to unlock a particular car. When viewing the 
cars, you're presented with the most beautiful 
real-time showroom shine on the slowly rotat- 
ing vehicles (which you can spin freely with the 
mouse). You can even alter the color of the 
vehicles, from a palette of 16.7 million colors. 

Once in the game, it comes as an even 
greater surprise that the in-game models are 
just as impressive as those in the menu system. 
This game is a feast for the eyes, and no other 
race game even comes close to its beauty. If 
your machine is powerful enough to allow you 
to set the horizon distance to “full,” there is vir- 
tually no pop-up or draw-in at all. The game 
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certain 3Dfx | hfe 
Voodoo’? ~LRG) 
cards), comes with a . 
full in-car dashboard view 
(something Need for Speed II SE 
lacked) and has the ability to 
play in a “widescreen” mode. 
The cars are beautifully 
detailed, with a neat effect that 
reflects your surroundings over 
the entire car, giving them a 
hyper-realistic glossy paint look. 
Race at night and you’re in for 
another treat, as headlights cast 
light on surrounding areas and 
cars light up appropriately 
under street lamps. Even more 
amazing are the police cars’ red 
and blue lights flashing and 
rotating in the night. It’s all sim- 
ply astounding. 

Naturally, all the amazing 
graphics in the world don’t do 
you a bit of good if the game 
isn't any fun to play. Happily, 
Need for Speed III has fantastic 
control, delicately balancing the 
realistic and the arcade-y. 
Unfortunately, there’s one 
fairly major annoyance— 
no visible car damage and 
modeling. (The car com- 
panies aren't too happy if 
their precious Ferraris 
show a scratch.) There’s 
also a lack of variety in the 
tracks, as the eight actually take place in 
five locations (with different routes 
through the same basic scenery). 

The single-player races include a tour- 
nament where you earn points by placing 
in the top five in each race in a series. 
Finish with the most points and you’re 
rewarded with a hidden car that varies 
depending on the difficulty level. A hid- 
den track can be opened by winning the 
“knockout” tournament. There’s a new 
“Hot Pursuit” mode, where you play a 
speed demon racing against another car 
while trying to avoid getting tickets. 
Finish all the tracks as “most wanted” and 
you open up additional hidden cars. 

“Hot Pursuit” mode is quite a lot of 
fun, with a radar detector telling you 
when the cops are close and a police 
scanner letting you listen to their chatter 
So you know when to expect roadblocks 
and tire strips. You can also play the 
police, in which case you’re forced to 
obey the speed limit unless pursuing a 
car with your siren on. Ticket all the 
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Ladies and gentlemen, the most beautiful menus in existence 


speeders on all the tracks and you can earn 
new police cars. When you're finally tired of 
the race modes, tracks, and cars, and have fin- 
ished each track in the day and night, with and 
without weather, forward and backward (and 
“flipped”), you can always hit EA’s web site and 
download a new car. 

When all is said and done, Need for Speed III 
is one helluva racing game. Once in a blue 
moon, a game comes along that seems to have 
just done almost everything right, and this is 
one of them. If you want to hop into a Formula 
1 car and race on a realistic road course look 
elsewhere, but if you've ever wanted to dodge 
the cops at 170MPH in a Ferrari, Aston Martin, 
or a Lamborghini, this is the game to own. 
—Jason Cross 


Need for Speed III: Hot Pursuit 

Electronic Arts * www.ea.com * Requirements: 
Windows 95, 98, 166 MHz pentium or higher, 
16 MB of RAM, 4X CD-ROM + Multiplayer: 2-8 
players, LAN, modem, serial 
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Experience the real time strategy 
game that just doesn't quit. 
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Redline Racer 


More competently executed mediocrity 


edline Racer seems to be another of 
= those games designed to be included 

with every 3D card known to man (join- 
ing a game like Incoming). Its simple gameplay 
and fantastic graphics show off a new piece of 
hardware to every friend and family member; 
however, as a game it’s completely bereft of 
even the merest whiff of originality, choosing 
to regurgitate all of the clichés of every other 
race game on the bloody planet. It’s just like 
last year’s Moto Racer, only prettier. 


Catching some air—Motocross Madness this ain’t 


Visually, the game is incredibly 
attractive, with well rendered tracks 
and the usual “helicopter taking off 
when the race begins” kinds of 
extraneous animation. While the 
controls are OK, the physics [sic] are 
at best non-existent, and at worst 
bizarre. lf you manage to hit some- 
one (or something) and flip your 
bike in mid-air, upon landing you'll 
immediately head off in your new 
direction, without even the 
merest hint of momentum. 

Then there’s the game’s difficulty. 
On the easiest setting, the game is 
piece of cake. Unfortunately, you need 
to win each of the three unlocked 
tracks on a “medium” difficulty setting 
before being able to access any addi- 
tional tracks. This proves to be consid- 
erably harder than it needs to be, and 
many players may never get to access 
the tracks without cheating. While this 
may be expected in other types of 
games, it’s not very good design to 
lock players out of the majority of the 
tracks they pay for—unlocking extra, 
secret tracks would be acceptable. 


The House Of The Dead 


Sega execs have green blood and crave human flesh! 


ega’s latest arcade translation not only 

succeeds in entertaining the necromani- 

acal masses but it breaks the sinister 
silence surrounding the activities of key deci- 
sion-making personnel. 

Reports indicate The House Of The Dead is full 
of brain-lusting zombies created by a hopeless- 
ly mad scientist, much like Sega headquarters. 
All sorts of twisted mutants in various pitiable 


PC Mode ~~ 
Hit Points: 3 
Chamber: 12 


Hit Points: 
Chamber: 
Bullet Damage: Medium Buliet Damage: Medium 


Reload Time: Low Reload Time: Low 


Hit Size: Low | 


An exclusive “PC Mode” character select allows 
players to choose alter-egos that shoot harder, 
shoot more, reload quickly, or that can take a 
pounding, according to individual styles 
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States haunt the halls and catacombs, sniffing 
obsessively for any trace of that beautiful, gur- 
gling crimson wine with which to slake their 
undying thirsts. And so too do they dwell in 
The House Of The Dead. Unconfirmed reports 
from men in the field tell tales of chainsaw 
zombies ripping through rows of hapless cap- 
tives like a rabid producer to a well-crafted 
design document. Oh the horror! 

This is the latest Sega gun game. As with the 
Virtua Cop/Squad series, players are on a rail as 
they shoot and scroll their way through 3D 
environments, a play mode familiar to many 
arcade supplicants. Controls are limited to 
mouse, keyboard and peripheral (i.e., joystick— 
bleh) for two players, but lightgun support is 
on the horizon. LAN play also didn’t make it 
into the final release. 

As it stands the single-player game is easily 
worth the purchase price. Lively bosses to 
shoot, lots of regular fiends to shoot, lots of 
civilians to shoot (accidentally... ahem), scads of 
crockery and containers to shoot... now this is 
role-playing. 

House of the Dead is made for grim mercs 
who served in Space Gun corridors, Operation 
Wolf jungles, T2 wastelands, and Steel Gunners’ 
animé Neo-Tokyo. So stop drooling over those 
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Ain’t that just the purtiest sky you done never sawed? 


The superlative Motocross Madness shows 
how you can take the basic race game formu- 
la and tweak it enough to make it feel like an 
entirely new gaming experience. Especially 
compared to that game, Redline Racer is 
merely competently executed mediocrity. 
-Steve Bauman 


Redline Racer 

UbiSoft * www.ubisoft.com * Requirements: 
Windows 95, 133MHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM, 3D Accelerator « 


Multiplayer: 2-8 players, Internet, LAN 


Aach! Zombies! 


apocalyptic wartime memories and dust off 
that gear—they need you again. As it has 
always been, you're the only one they can 
count on. -Scott Hunter 


The House Of The Dead 

Sega Entertainment * www.segapc.com * 
Requirements: Windows 95, 98, 133MHz 
Pentium or higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: 2 players, same machine 
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North vs. South is a trademark and Interactive Magic is’a registered trademark of interactive Magic, inc. Al other trademarks are property af their respective OWNerS. 
OCapyright 1998 Interactive Magic. Inc. All rights reserved. Detail from the original painting “Follow Me, Says!" by Mort Kuastier. CCopyright 1994 Mort Kunstler, Inc. 
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The new standard in 
PC sports game coverage 
has arrived... 


cnnsi.com/playingfield 


Brought to you by: 


Copyright © 1998 CNN/SI. A Time Warner Company. 
All rights reserved. 


CHAOS GATE’ is squad-level; turn-based tactical 
action thats utterly out of this world! Command 
a squad of up to 20 Space Marines’ and pursue 
the evil Chaos Space Marines® through the 


Warhammer” 40, 000 universe! 


_ .. * PURSUE the campaign immediately, or tile on randomly 


. generated missions to gain experience and acquire 
_ items of power. Whichever you choose — prepare 
for the unexpected! | 


\ «© COMMAND the vehicles of the Warwawmen® 40,000 
universe: Predator tanks, Rhino APCs, Land 
Speeders and Dreadnoughts. 
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©1998 Strategic Simulations, Inc. All rights reserved. The SSI logo is a registered trademark and CHAOS GATE is a trademark of Strategic Simulations, Inc. Artwork and imagery ©1998 Games Workshop Ltd. Warhammer, Games 
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Ground Zero 


Expect more from your add-on packs 


ission packs are a good way to 
Mi extend the life of a popular product, 


but in the current first-person shoot- 
er market, they’re a tricky business. Level edi- 
tors and programming tools allow legions of 
fans to put in long hours making high-quality 
MODs and new levels. For a mission pack to 
offer something worth paying for, it had better 
be something you can't download for free. 

Sadly, there isn’t a lot in the second mission 
pack for the still-going-strong Quake // that 
you can’t get with a couple of hours of down- 
loading. The folks at Rogue Entertainment 
have been doing this kind of thing for 


Up close and personal with Mr. Bad Guy 


Stratosphere 


awhile—they produced the Doom-based 
action/RPG Strife and more recently the second 
mission pack for the original Quake, Dissolution 
of Eternity. Now that Quake // has been around 
for nearly a year, More was expected. 

The greatest flaw in Quake // is, without a 
doubt, the single-player play. While not quite 
as Stale as the original Quake’s, it was still a 
matter of “push button, flip lever, grab key, 
find the exit.” The 14-level single player cam- 
paign in Ground Zero suffers all the same ills, 
reeking of “more of the same” syndrome. The 
boring FMV intro (with even worse voice act- 
ing than in Quake II's opening) ends with you, 
a lone marine, crash-landing into Stroggos, 
the result of a powerful Gravity Well device 
that pulled your ship in. Your mission is to 
destroy this device. For some reason, though, 
you spend most of your time turning off 
hydraulic pumps, destroying tectonic stabiliz- 
ers and any number of other “press several 
buttons and find several keys” tasks that have 
nothing apparent to do with the Gravity Well. 
Sound familiar? 

What Ground Zero does add are some new 
weapons and items, augmenting (but not 
replacing) the current Quake // arsenal. Sadly, 
most of these really aren't anything special— 


A different take on 3D strategy and action 


y presenting us with the opportunity 
to build, pilot, and then take into 
combat a gargantuan floating 
fortress, Stratosphere stands out from the 
crowd by being a unique, albeit technically 
troubled, game. 

The smart first step in winning battles is to 
gather floatstone with which to carry out con- 
structions—labors undertaken modularly, 
piece by piece. Many different pieces can be 
built on the man-made islands, structures that 
contribute to offensive and defensive capabili- 
ties, maneuverability, bower generation, and 
special powers. By blending the right combina- 
tion of “bite” and “scoot,” players can tailor a 
design to their own tastes and play styles. 

Fortress components themselves are listed 
in a sidebar within their function categories. 
Components may be selected and grouped, 
ready to be manually controlled or otherwise 
directed. Weapons project individual vector 
graphic firing arcs—a player may set things up 
so that they manually fire only those weapons 
whose arcs the targeting cursor rests within, 
the remainder acting according to easily speci- 
fied auto-target settings. Control therefore 
ends up being remarkably painless given the 
multitude of elements. 
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School is in—the direct ramming approach 


The course of this destruction follows 24 
campaign missions that become dramatically 
more difficult after the halfway point. From 
then on one struggles to perform tactical or 
strategic maneuvers of the kind carried out 
easily earlier in this war: your average con- 
frontation feels more like a head-on automo- 
tive collision than any kind of multi-ton dog- 
fight, a sense perhaps apt for the massive war 
machines and yet somehow counter-produc- 
tive to dynamic play. You get the sense that 
certain otherwise fun technologies are made 
obsolete by mere mass and power, ergo the 
genesis of your own fortress designs. 


New weapon, meet new thing to shoot 


more creative and useful weapons have been 
released in free MODs. 

In the end, Ground Zero simply should have 
offered more—more variety, and less of the 
same Quake // art and architecture we've seen 
for nearly a year now. More “replaced” 
weapons and more imaginative and different 
weapons and powerups. Most importantly, 
they should have made some strides to pro- 
vide a single-player experience that was better 
than that of Quake II. -Jason Cross 
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Ground Zero 

Activision * www.activision.com ° 
Requirements: Quake II * Multiplayer: 2-64 
players, Internet, LAN 


Escorting transport vessels through the valley 


Multiplayer is brief, brutal, and flaky. If co-op 
campaign play and a stable multiplayer frame- 
work were introduced this would be a thrilling 
endeavor, but as it is the synchronization prob- 
lems cripple any such attempts after a few min- 
utes of combat. Some weak navigation A.I. for 
the occasional non-scripted wingman and a 
few polygon graphic glitches mar the surface a 
little further, but all-in-all it is nice to blow-up 
something different for a change. —Scott Hunter 


Stratosphere 

Ripcord Games * www.ripcord.com * 
Requirements: Windows 95, 133 MHz Pentium 
or higher, 32 MB RAM, 4X CD-ROM = 
Multiplayer: 2-4 players, Internet, LAN, modem, 
direct connect 
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YOUR STRATEGY. YOUR WAR. 


Think you've got the strategic skills to challenge some of the greatest military minds of all time, soldier? 


It's 1998 and World War II is about to begin. But this time, the outcome is up to you. 
Axis & Allies, the classic strategy game, is now on CD-ROM. 


Every battle, campaign, advancement and attack comes to life on your PC with an easy-to-use interface so you can 


concentrate on the only thing that matters; all-out victory. Take on the whole world. Better yet, take it over. 


Lead your armies into battle on Realistic graphics, sound effects, Wage war over LAN, modem-to-modem 
a highly detailed interactive map that and tons of World War II footage or the Internet via Microsoft’s 
recreates all WWII theaters of war. bring the battle to life. Internet Gaming Zone. 


HASBRO 
Interactive 


For more information about Axis & Allies CD-ROM, please visit our website at www.axisandallies.com or call 1-800-400-1352 
©1998 Hasbro Interactive, Inc./Hasbro, Inc. All Rights Reserved. 
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Hexplore 


Perhaps the armor just wears out 


The cemetery gate needs the proper key to open 


laying Hexplore is like riding a roller 

coaster in the parking lot of a shopping 

mall. It’s attractive but not particularly 
exciting. |-Motion has designed a role-playing 
game for Diablo fans that has left out much of 
which made Blizzard’s game so thrilling. In 
Diablo, for example, combat is so challenging 
that the player's character is often killed. In 
Hexplore, combat is so easy that characters sel- 
dom die. Even if they do, they just turn into 
phantoms that the player can escort to nearby 
resurrection tiles. 

Hexplore is a polished program with an inter- 
esting story, plenty of characters to interview 
(all humorously vocally enacted) and excellent 
graphics, music, sounds, puzzles, monsters and 
environments. It resembles Gauntlet in appear- 
ance but has many more RPG elements than 
that arcade classic. The game is primarily 
mouse-driven, with movement and combat that 
resembles Warcraft Il. The view is from the top 
(three-quarters) and features two-dimensional 
maps that look like they're rendered in 3D. 

You begin the game in control of a sword- 
wielding, explosive-throwing adventurer (Mac 
Bride), but soon are able to add an archer (with 
the agility of a thief) a warrior (with more brawn 
than brains) and a spell-casting mage to your 
party. In multiplayer, 2-4 players can take on 
these roles and play and chat together, with 
gameplay being essentially the same as in the 
single player game. 

Each level consists of a variety of maps to 
explore, monsters to kill and puzzles to solve. 
You may only begin a new chapter by discover- 
ing its entrance in the previous chapter. Travel 
is effortless with teleports available every- 
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where. There are also an abundant number of 
healing and life potions available, as well as 
healing fountains. 

Unfortunately, the developers of the game 
virtually ignore why most of us play role-playing 
games in the first place: to have characters gain 
experience by killing monsters. In Hexplore, you 
spend half of your time killing monsters without 
gaining any experience. During any of the 
game’s ten levels, your characters may collect 
experience points by walking into the sparkling 
stars left behind by dead monsters. However, 
characters that have already filled their experi- 
ence bars are prevented from collecting any 
more. When all four characters have maxed 
their experience bars in a level, dead monsters 
no longer even leave stars—making further 
combat nearly pointless. 

Another disappointment is that Hexplore 
(unlike Diablo) doesn’t allow for any shopping. 
Occasionally you can find a bag of coins to 
trade for an item, but there is little gold in the 
game and no opportunity to buy and sell 
weapons, armor or magic. 

Finally, characters may find and wear armor, 
but for some unknown reason (there’s no men- 
tion of it in the game’s scanty documentation), 
armor disappears. Perhaps it just wears out. 

Outside of these deficiencies, the game is 
quite attractive. The interface has been 
thoughtfully designed. Players can easily con- 
trol and move a single character or all four of 
them at the same time with a single click of a 
mouse, and the characters never get stuck on 
pixels while turning corners. 

Hexplore has many more puzzles to solve 
than there are in Diablo, but they're consider- 


You may rotate the terrain around the char- 
acters to discover cave openings 


The player controls an adventurer, archer, 
warrior and mage 


ably easier, being most of the object manipula- 
tion variety. To open the game’s many doors, 
you must first look for a key. Other doors may 
open when the warrior uses his strength to 
manipulate a wall switch, the adventurer manip- 
ulates another and the mage reads a wall incan- 
tation. Some times all four characters have to 
almost simultaneously step on four different 
pressure plates in a room. Some puzzles involve 
triggers that reveal invisible bridges necessary to 
cross water. Some switches can only be manipu- 
lated from a distance (shoot an arrow at them). 

Some puzzles are solved only by revolving 
the map around the characters, an interface 
innovation that is quite remarkable. Doing so 
reveals every inch of the walls surrounding the 
characters and allows the players to find previ- 
ously unseen openings, switches, doors, ladders 
and treasure chests. Some openings are so nar- 
row that only the archer has the agility to 
Squeeze through them. 

In some ways, Hexplore is a well-made game, 
suitable for beginners. However, it’s one-dimen- 
sional and falls flat in critical areas. It just does- 
n't have enough thrills and chills to recommend 
it to more seasoned players. —Andy Backer 


Hexplore 

|-Motion * www.hexplore.com * Requirements: 
Windows 95, 98, 100MHz Pentium or higher, 
16MB RAM, 4X CD-ROM + Multiplayer: 2-4 play- 
ers, Internet, LAN, modem, direct connect 
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It's 2268, you've been recruited to command a Dreadnaught iat nea 
class starship in the Commonwealth Navy. Fighting an ; 
unpredictable and relentless enemy, the renegade Indies, 
you will need much more than your Particle Beam Canons to | . - 
win the Independence War. It's time to take control of your an Tas Mar tm EL 10 ea i 


ship, your crew, and the future in the biggest and deepest 


space campaign the Galaxy has ever seen. 
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The Starship Simulator 


Icarus 


A bizarro Diablo clone 


AA iablo fans will love this game!” 
D trumpets the packaging for /carus: 
Sanctuary of the Gods, in what may 
be the most blatant example of false advertis- 
ing since Marlboro introduced the so-called 
“crush-proof box.” It’s not surprising that some 
enterprising marketing person chanced the 
comparison: /carus is an RPG rendered in iso- 
metric 3D, just like Blizzard's surprise hit. But 
since the graphics, sound, story, and dialogue 
are all vastly (and obviously) inferior to Diablo, it 
would be a bizarre Diablo fan indeed who 


I'll try not to take that as an insult 


would love this game—or, more specif- 
ically, a bizarro Diablo fan, one who 
experiences everything backwards. 

lf one considers /carus without com- 
paring it to Diablo, however, the game 
fares better. Mediocre production val- 
ues and abysmally-translated dialogue 
aren't nearly enough to kill the inher- 
ently sound RPG formula, which is 
based, after all, on simple pleasures 
like the slow and steady building of 
characters and the cathartic attainment of that 
great firestorm spell. Good RPGs work just fine 
without any visual flair at all—ask anyone 
who’s ever played Dungeons & Dragons—so 
Icarus, with its cookie-cutter characters, generic 
weapons and spells, and determinedly plain 
graphics, still qualifies as a perfectly pleasant 
way to spend a few evenings. Diablo fans won't 
have any reason to take the step down, but 
newcomers who have never seen a fancier RPG 
won't find much to complain about. The fact 
that /carus succeeds as much as it does, in fact, 
just goes to show how little all the superficial 
trappings really add. 

There is even a certain type of gamer who 
might prefer /carus to Diablo—one who fancies 


Goodness, gracious, great walls of fire 


its turn-based combat system over Diablo’s | 
infamous hack-and-slash. And don’t forget the 
ancient lure of value-pricing. At $29.95, Icarus 
isn’t nearly cheap enough to make this selling 
point a very strong one, but if you've only got 
thirty bucks and you need an isometric RPG 
now, look no further: /carus is your perfect com- 
promise. —John Altman 
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Icarus: Sanctuary of the Gods 

JC Research * www.game-club.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16 MB RAM, 4X CD-ROM » 
Multiplayer: None 


Cydonia 


Myyysssttt illin Spaaaaace... 


ydonia: Mars: The First Manned Mission (a 

tough title to punctuate if there ever 

was one) can best be thought of as a 
cross between a science-fiction-themed Zork 
Nemesis and 7th Guest. You play as a member 
of the first manned mission to Mars on a quest 
to terraform the planet and make it a safe habi- 
tation for the last survivors of humanity (who 
seem to have gone off and busted up the 
home planet pretty good). Just in case that 
seems too easy, though, you don’‘t—thanks to 


7th Guest in Space? Sometimes... 
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a nice crash-landing—actually land 
on Mars as much as it lands on you. 
As you adventure, you navigate 
through 360-degree rendered 3D 
panoramas much like those of Zork 
Nemesis, but with the addition of a 
smooth-moving transition from 
node to node. However, as you 
explore your world, you come 
across an assortment of Seventh 
Guest-like logic puzzles that need to be solved 
before you can continue. The puzzles 
themselves are much more contextual 
than those of 7th Guest, but be warned— 
some can be quite challenging. 
Graphically, Cydonia (named after 
Cydonia Mensae, the area on Mars you 
explore) is quite nice. The environment and 
areas you explore are detailed, and, in gen- 
eral, most areas you wish to zoom in and 
get a closer look at are available for your 
perusal. The interface (both for game play 
and installation) is adequate, but a little 
streamlining would have done wonders. 
For example, to use an item on something 
you must first right-click, then move the 
mouse cursor over the inventory strip, wait 
for it to expand to the right, click on the 


Cydonia’s rendered cutscenes do the job, but aren’t any- 
thing you haven't seen before 


item you wish to use, click again on the “Use” 
button above, and then, finally, click yet again 
on the area you wish to use the item on. Whew. 

Click-finger workouts aside, Cydonia is easily 
one of the more detailed science-fiction adven- 
ture games to come along in a long time. If 
you've been looking for Myst in space (but with 
a plot), and don’t mind the occasional rough 
edge in implementation, Cydonia is highly rec- 
ommended. -André Vrignaud 


Pk kK KY 
| Cydonia 
DreamCatcher Intearctive * www.dreamcatch- 
er.com * Requirements: Windows 95, 98, 
166MHz Pentium or higher, 16MB of RAM, 8X 
CD-ROM * Multiplayer: None 
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- Fast-paced, 3D arcade game 
featuring the off-the-wal] 
humor of Pinky & the Brain 


- One to Eight Players 
Tournament Play available 
LAN and Internet Multiplayer 
options 


- 20 pre-designed mazes and count- 
less others available through 
random maze generation 


Build your own mazes with the 
included maze generator 


- 3 Types play: percentage of 
territory, timed play, tag/ 
keep-away 


- Spectacular lights and sounds 


- Compatible with Gravis-type 
Joypad, or Keyboard/Mouse 
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multi-player maze game 


3D SUPPORT INCLUDING 
ATMOSPHERIC EFFECTS 


© POP-UP OPERATORS 
HANDBOOK 


© FLY SIX OF THE WORLD’S 
- MOST POPULAR AIRCRAFT 


O U.S., WESTERN EUROPE 
AND CANADA SCENERY 


O 38 MILLION ACTUAL 
ELEVATION POINTS 


© OVER 3,500 AIRPORTS/ 
35 METROPOLITAN AREAS 
Q 


O NAV AIDS INCLUDING: 
ILS, NDB’S AND VOR’S 


O GLOBAL POSITIONING 
SYSTEM 


© AUDIO AIR TRAFFIC 
CONTROL 


O ENHANCED FLIGHT 
PLANNING WIZARD 


© BEGINNER ASSISTANCE 


O 30 FLIGHT MANEUVER 
VIDEOS 


Line, Inc. Al ights reserved. Or 
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Pat was once in the reach of the few is now in the grasp of the many. The dream 
of flight has never been closer, more realistic or breathtaking. Pro Pilot 99 brings you 
the only flight sim that recreates pilot procedures, general aviation guidelines, and 
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high-tech communication. Here you'll find every component of general aviation in one 


package. Whether you're a beginner, student pilot, flight enthusiast or 


pilot, you'll soon realize that once you take off, you may never land. 
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Israeli Air Force 


Oy vey! Behold, the ugliest game in the genre 


u-27 has been dethroned! SSI’s ultra-real- 
istic and highly-evolved flight simulator 
is no longer the undisputed champion. 
Where it once stood out among sims, Jane's 
Israeli Air Force has replaced it. No longer can 
desktop pilots hold Su-27 aloft and proclaim 
“Here are the ugliest graphics in the genre!” 
Whereas Su-27 takes a minimalist’s approach 
with its raw polygons, Israeli Air Force is at the 
other end of the spectrum. It looks like the work 
of the later Impressionists, using an odd system 
of bright clustered pixels to recreate satellite 
photos with elevation data. You can get some 
great screenshots from higher altitudes, but 
they won't capture the maddening shimmer of 
a thousand shuffling points jostling into posi- 
tion as you drift by. From lower altitudes, the 
terrain breaks up into a psychedelic palette of 
broad shifting colors, as if God had made the 
world with finger paints. It appears as if Israel is 
indeed the land of milk and honey, not to men- 
tion swirled ice cream and marble fudge cake. 
As with Su-27, these graphics may be unsight- 
ly, but they get the job done if you have enough 
hardware for a passable framerate. It’s easy to 
skirt the peak of a mountain, hug the sloping 
sides of a valley, or skim the waters of the Dead 
Sea. But objects such as buildings and ground 
units stand out as stark sharp points on a 
smudgy field. The terrain looks as if it wants to 
spit them out: “Get this polygonal object off me!” 
it whines. Ultimately it’s a matter of taste; after all, 
some people think Uma Thurman is beautiful. [He 
dissed Uma? The nerve! -ed] But after playing for a 
while, you'll get accustomed to these weird aes- 


The padlock view is good for watching, but not 
flying while you’re fighting 


You are entering a no-tly zone. Get out 
‘you sail be shot downs 


Jane’s other F-15 
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thetics. They're new, they're unique, 
and they’re ugly, but they’re ugly in a 
completely different way we've never 
seen before. 

In the far more important game- 
play department, /sraeli Air Force is 
squarely aimed at the casual sim- 
mer. It stretches realism, but doesn't 
quite break it. The player can hop 
into any of seven overpowered air- 
craft, but their performance differ- 
ences are downplayed by a gentle 
and forgiving flight model. The air- 
craft are chiefly distinguished by 
radar ranges, loadouts, and the 
number of MFDs in the cockpit. You 
know you're not in the real world 
when you wish you were flying 
Israel’s advanced Lavi rather than an 
F-4 Phantom, not necessarily 
because the Lavi is more powerful, 
but because it has three MFDs to the 
Phantom’s one. The cockpits are 
drawn with big fat authentic-looking 
non-interactive bitmaps that look 
great, but take up far too much 
screen real estate. One of the game’s 
biggest drawbacks is an awful pad- 
lock view, which scrolls s-l-o-w-l-y 
and doesn't offer enough informa- 
tion to fly your plane while you track 
an enemy. 

This is a shame, because /sraeli Air 
Force is an excellent multiplayer 
game, building on what Jane’s has 
learned with Fighters Anthology. It 
connects smoothly even at 
mediocre modem speeds and it 
offers a full range of deathmatch, 
team play, and cooperative mis- 
sions, including some cleverly craft- 
ed multiplayer-only scenarios. But the missions 
don’t work quite as well in single player games. 

Each scenario features up to four flights, 
each tasked with a different job. For instance, 
Alpha Flight might take out the SAMs, while 
Bravo Flight runs interference against enemy 
fighters, and Charlie Flight actually hits the tar- 
get. The player can jump from flight to flight at 
will. However, the problem is that the missions 
are laid out so that the player has to jump from 
flight to flight. Flights left to their own devices 
aren't very effective; if you want the job done 
right, you have to do it yourself. This is an 


_ admirable attempt to keep casual simmers in 


the heat of the action by letting/forcing them 
fly all the flights. But it gives the gameplay a 
desultory feel that betrays the precision coordi- 
nation of a real air force. It also leads to silly sit- 
uations like CAP and SEAD flights passing over 
the target and heading home leaving strike 
packages to fend for themselves. 

For a sim aimed at beginners, /sraeli Air Force 
has a pretty anemic manual. A breakdown of 
the different aircraft's capabilities and loadouts 


Splash one! An enemy pilot is about to enjoy the crystal 
blue waters of the Dead Sea 


The Lavi is the product of an advanced program that was 
officially killed in 1987, but is used as a tech demo; in 
Israeli Air Force, it’s armed and ready for battle 


would have been helpful. The individual sce- 
nario briefings make great use of hyperlinked 
text and ingame screenshots for intelligence. 
Unfortunately, the debriefings aren't as infor- 
mative. Future Campaign scenarios, which 
detail hypothetical wars Israel might fight with 
her neighbors, have to be unlocked one at a 
time, while the Historical scenarios can be 
played in any order. But the lack of continuity 
between the canned scenarios and the plane- 
hopping during missions lead to a sense of 
detachment. Consider also the clumsy attempts 
to model real-world situations and the engine's 
weird new aesthetics and /sraeli Air Force belies 
its own attempt at a wider appeal. -Tom Chick 
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Israeli Air Force 

Jane's Combat Simulations « 
www.janes.ea.com * Requirements: Windows 
95, 200MHz Pentium or higher, 32MB of RAM, 
4X CD-ROM + Multiplayer: 2-8 players, Internet 
(via Jane’s Combat.net), LAN 
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TalonSoft's West Front! Fast paced G.I. Combat puts 
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Spearhead 


A successful mix of realism, action, and playability 


An Abrams prowls the Tunisian desert 


or fans of tank simulations the last cou- 
ple of years has been the best of times... 
Unfortunately, they have also been the 
worst of times. The drought of quality—or at 
least marketed as quality—simulations has 
been quenched with the release of Armored Fist 
2, IM1A2, Panzer Commander, iPanzer 44, and 
M1 Tank Platoon II. Some of these—such as 
iIM1A2 and M1 Tank Platoon—were quite good, 
while others—Armored Fist 2 and iPanzer ‘44 
come to mind—were mediocre to abysmal. 
Nevertheless, the parade of titles continues, 
and the next float ‘round the corner is 
Interactive Magic's Spearhead. 

Part action, part simulation, the title stars the 
M1A2 Abrams, everyone’s (Iraqis excepted) 
favorite hunk of death-dealing steel. Gamers 
play the part of a platoon or company comman- 
der as they fight their way across North Africa in 
a campaign to free Tunisia from the grasp of 
Libyan armored columns. If you’re not a cam- 
paign kind of guy you can blast your way 
through ten stand alone, seven tutorial, or 20- 
plus multiplayer missions. And, as if that isn’t 
enough to keep you away from Combat! re-runs, 
there is a scenario editor to boot. 

Despite the flaws the game has, it’s an awfully 
likable game. On one hand, it doesn’t have the 
depth of detail or graphical quality of M17 Tank 
Platoon II, but on the other it blows stuff like 
Armored Fist 2 right off the sand dune. The 
Abrams looks good, but not great. There’s 
detail—equipment retaining bars, antennas, 
lights, and tow points—but it all has a slightly 
out of focus fuzziness. Conversely, the T-72s are 
somewhat less than good. Their turrets are 
blocky and their guns decidedly triangular. 
However, the overall effect is pleasing, and cer- 
tainly better than the non-3D accelerated iM1A2. 

The interface has its ups and downs. The 
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The view from the cupola 


screens are self-explanatory, and most functions 
can be executed within three clicks. The game 
supports keyboard, joystick and rudder pedals, 
and you can customize them to your heart's con- 
tent. So far, so good. There is, however, no way 
to target with the mouse. That's bad. 
Nevertheless, once you brew up a couple of 
BMPs with the joystick, you'll be able to key- 
board and joystick around most scenarios. 

You can fight your tank from the typical 
tank-fighting positions: gunner, driver or tank 
commander. Tank commanders can further 
divide their view/work between the cupola (i.e. 
torso sticking out of the commander’s hatch), 
Inter-Vehicular Information System (IVIS), and 
the Commander's Independent Thermal 
Viewer (CITV). 

Players will probably spend the most time in 
the gunner’s mode. Gunners may choose the 
round to fire—Sabot or Heat (sorry, no MPAT or 
STAFF in this game)—and the sight to use, be it 
normal or thermal (the commander and driver 
also have night vision/thermal options). There is 
no target lock per se, although the main gun may 
be slaved to the last point the gunner or tank 
commander painted with the laser range finder. 

Missions are not, however, won by the gun 
alone. You must plan where, when, how, and 


Dkk KI 


An M-10... uh, | mean a T-72 takes it in the side 


A Bump (BMP) seen through thermal sights 


who you will fight if you expect to survive. The 
M1A2 tank commander does this with the IVIS, 
and Spearhead replicates, albeit in a simplified 
manner, the command system. With a click of 

the mouse gamers may order their teammates 
to move to a grid location, engage the enemy, 
hold their fire, or simply follow your lead. 

Most of the time these teammates will be Al 
controlled, but multiple players can join the car- 
nage. The multiplayer gaming comes in any fla- 
vor you desire—null modem (does anyone still 
do that?), direct dial-up, LAN, and Internet. 
Better still, it’s a blast. There’s a great balance 
between strategy—where do | place my pla- 
toon—and action —I've got to get the drop on 
that guy. And the multiplayer interface—includ- 
ing sound effects and an easy chat interface—is 
one of the best seen in a wargame/simulation. 

So, it looks like I-Magic has hit on a success- 
ful mix of realism, action, and playability. 
Spearhead may not provide an in-depth, 
smelly-fatigues, nut-and-bolt simulation of 
modern tank command, but it will provide 
some smiles. In other words, it may not be the 
best of times, but it is way better than the 
worst. —Mark H. Walker 


Spearhead 

Interactive Magic * www.imagicgames.com 
Requirements: Windows 95, 98, 133 MHz 
Pentium or higher,16 MB of RAM, 2X CD-ROM 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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IF/A-18E Carrier Strike Fighter 


Made the old fashioned way 


nce upon a time, simulations 
O tended to be full of glitches 

and inaccuracies. Sim players 
of the day were very tolerant of those 
rough edges since the gameplay was 
fun and quite addictive. Veteran play- 
ers will see that iF/A-18E Carrier Strike 
Fighter fits right into that mold. Right 
off the bat, players more interested in 
Hollywood-quality production values 
over gameplay subtleties need not 
read any further. 

With the F-14 Tomcat on its way 
out and the A-6 Intruder already fully 
retired, the Hornet has to soldier on 
alone into the next century. To extend 
its usefulness, the Superhornet was 
created; it’s a major redesign that 
forms a high-performance flying arse- 
nal. The Superhornet literally bristles 
with weapons hardpoints and 
advanced technology—think of it as a 
cross between the classic F/A-18 
Hornet and the new F-22 Raptor, 
because it really is a new beast. 

iF/A-18E lets players take this new 
baby out for a spin through training 
missions, instant action, and dynamic 
campaigns in the Persian Gulf and the 
Aegean Sea. The actual gameplay is 
quite compelling. Dogfights are punc- 
tuated with agitated radio calls while 
dozens of missile trails sear the skies. 
The avionics are extremely realistic, 
yet reasonably easy to learn. Carrier 
landings may be the best ever, offer- 
ing very challenging approaches, a 
landing signals officer that talks you 
all the way down the glideslope, and 
even a “greenie board” where your 
performance is strictly graded for all 
to see. Each mission, each landing, never seems 
to go off perfectly, but it leaves you with the 
unspoken challenge to try again. 

The flight model is simply outstanding, rank- 
ing with sims as revered for their accuracy as 
Jane’s F-15 and Su-27 Flanker. There is exquisite 
attention to detail, with areas such as control 
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The Superhornet is an airborne arsenal 
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Your battle group unleashes a flurry of SAMs at incoming aircraft 


Advanced, clickable, and easier to use than it looks 


authority, engine spooling, speedbrake behav- 
ior, high angle-of-attack flight, stalls, and even 
severe spins and spin recovery systems, all care- 
fully represented. The key is to pay close atten- 
tion to your angle-of-attack and speed during a 
fight because hamfisted flying can make a 
Superhornet bleed energy like a stuck pig. 

The TALON dynamic campaign system 
is a great improvement over the primitive 
campaigns in most games. It carefully 
tracks the progress of a war in which you 
play a very important part. The mission 
system gives assignments to your air 
group according to where you can make 
the most difference in the war. Likewise, 
the same is done for all allied and enemy 
aircraft. Because the game runs a theater- 
wide war, you have real motivation to go 
beyond just fulfilling the bare mission 
requirements and running for home. You 
can actually go further to try to relieve 
pressure from your forces and likewise try 
to make it very difficult for enemy aircraft 
to accomplish their missions. 


Graphically, the game offers noth- 
ing to get excited about. iF/A-18E uses 
an improved version of iMagic’s 
DEMON graphics engine. DEMON’s 
use of satellite imagery sounds like the 
perfect way to handle terrain render- 
ing, but in practice, most textures are 
extremely coarse, the visible horizon 
distance is extremely short, many 3D 
objects look somewhat awkward, and 
the implementation of clouds and sun 
is SO poor it might as well have been 
left out altogether. Fortunately, the 
aircraft carrier and missile trails are 
nicely rendered. Framerate is accept- 
able for the most part, but it suffers 
badly during ground attacks. 

While the graphics may not be stun- 
ning, the sound does exceptionally 
well. It’s not the stuff of a Hollywood 
sound stage, but that’s the entire point. 
The sound effects, warning buzzers, 
and computer voice announcements 
have the kind of rough sound as 
though they're taken directly from an 
actual Superhornet’s cockpit, and that’s 
because with most of the sounds, the 
team managed to do exactly that. An 
excellent point for authenticity. 

Despite all the exquisite attention 
to detail, players will need to be able 
to stomach a bewildering array of 
bugs and glitches. For example, there 
are several anomalies in the graphics 
engine, the game may not work on 
systems with multiple CD drives, the 
campaign system has problems with 
waypoint settings, resource usage is 
not tracked accurately, ground map- 
ping radar is unrealistically difficult to 
use, and many features described in 
the manual do not work properly or even func- 
tion at all. Players even have to quit the mission 
manually right after making a successful carrier 
landing, otherwise their fighter will mysterious- 
ly explode on the deck. One can only wonder 
about how this game ever made it through the 
beta test process in the first place. 

All in all, iF/A-78E is fun and challenging sim 
that was just released prematurely. Looking 
past such problems to the gameplay under- 
neath was once something of a required skill 
for sim players. For the handful of gamers that 
still aren't easily frustrated, there is indeed an 
excellent game to play. Unfortunately, in its 
current state, many players will be simply 
turned off. -Nei/ Mouneimne 
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iF/A-18E Carrier Strike Fighter 
Interactive Magic * Requirements: Windows 95, 
166 MHz Pentium, 24MB RAM, 8X CD-ROM » 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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Tiger Woods 99 


Stylish golf with an emphasis on fun 


A Sports has a reputation for creating 
sports games aimed squarely at the 
masses, so what better way to package 
their newest golf game than with Tiger Woods 
on the cover? It’s a lock that just as Tiger has 
turned people who would never look twice at a 
golf tournament into golf fanatics, his picture 
on the box art of Tiger Woods 99 will sell golf 
games to folks who’ve never purchased a 
sports sim. Given the sure appeal of Tiger’s face 
on their program, the obvious question was 
whether EA Sports would put any effort into 
the actual golf aspects of game. Well, there’s 
good news, PC golf fans. Tiger Woods 99 is ter- 
rific golf game. 

This is a game in which there are numerous 
details that are less than perfect, yet taken as a 
whole the program seems to transcend the 
small defects. The course graphics have some 
flaws, such as pixelated trees and jagged inter- 
faces between the bunkers and fairways, but in 
general the courses are quite pretty. Elevation 
is used very effectively, resulting in courses 
(three come with game, and six more are avail- 
able) that avoid that monotonous feeling that 
each fairway is the same as the last. During 
gameplay, 3D graphics accelerators (3Dfx via 
Glide; Intel740, nVidia Riva 128, and ATI 3D 
Rage Pro via D3D) are utilized to produce a 


Well, he’s almost walking on water 


Not surprisingly, Tiger Woods wins a large percentage of 
the tournaments in Tiger Woods 99 
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ball-cam view which can 
dynamically switch views dur- 
ing a shot to create a very tele- 
vision-like presentation. 
Additionally, rather than 
abruptly switching golfer 
views after each shot, the cam- 
era will pan across the course 
to the next player’s position, 
which is a very nice effect. 

Static galleries crowd 
around the greens, the crowd 
size being dependent upon 
how well you are playing. 
The single announcer is— 
surprise!—not annoying. In 
fact, his commentary is var- 
ied and usually very perti- 
nent to the situation, often 
commenting on how your 
round is progressing. 

A nice variety of game 
styles are available, including 
stroke, match, fourball, four- 
somes, shoot-outs, skins, and 
multi-round tournaments. As 
in past versions in EA's golf 
line, players can choose to 
compete with a variety of digi- 
tized PGA tour pros, 
including (of course) 
Tiger Woods. Playing 
a round of skins for 
hundreds of thousands of dollars 
against, for example, Woods, 
O'Meara, and Kite can be a real blast. 
The pro tournaments are also a lot of 
fun, as you attempt to make the cut 
and beat a full slate of PGA pros. 
Well, not exactly a full slate: for some 
reason, the large leaderboard of past 
games in this series has been severe- 
ly reduced, such that the first round 
is composed of only about 21 play- 
ers, with a cut down to about 15. 
Tiger, by the way, seems to do much 
better in Tiger Woods 99 than he has 
lately on the real tour: in eight tour- 
naments he finished first in seven 
and second in the eighth. Well, it is 
his game world. Internet play is one- 
click simple and many games and 
players usually await on the server. 

Good graphics and playing 
options are one thing, but how’s the 
game at simulating golf? Once again, 
while one can find some flaws in the 
details, Tiger Woods 99 plays a good 
game of golf. The always-critical 
swing interface is a mixed bag. 
There’s the ubiquitous tri-click that’s 
been around since the days when 
the Apple II ruled the earth. A mouse 
swing (dubbed the “pro-swing”) is 
also present, but with a couple of 


The ball-cam view of one of Pebble Beach’s beautiful holes 


Staring at it won’t make it go in, Tiger 


quirks that reduce its utility. First, unlike some 
golf games, the onscreen golfer’s club does not 
move in concert with the mouse, thus remov- 
ing the feeling of a direct connection with the 
golfer. Secondly, you can apparently swing as 
hard and fast as possible with no fear of hook- 
ing or slicing the ball. This makes straight 300+ 
yard drives routine and simple (so simple, in 
fact, that many online games prohibit the use 
of the pro-swing). Ball physics seem pretty 
good, the ball behaving like it should in the 
various terrain. One area this game gets right is 
in how it handles “the deep stuff.” In many golf 
games, a ball in the deep rough simply means 
selecting a longer club. Here, if the ball is 
buried in deep rough you may be lucky if you 
get it out at all. 

Taken separately, the components of Tiger 
Woods 99 seem good but not outstanding. But 
when put together, they result in a golf game 
that is a lot of fun to play. It may not be the 
best golf simulation on the market, but for the 
moment Tiger Woods 99 may be the best over- 
all golf game on the shelves. —Jeff Lackey 
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Tiger Woods 99 

EA Sports * www.easports.com « Requirements: 
Windows 95, 133MHz Pentium or higher, 32MB 
of RAM, 4X CD-ROM + Multiplayer: 2-4 players, 
Internet, LAN, modem 
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If You Believe in the Power of Prayer, 
This Might Be A Good Time to Ask for 
Some Serious Divine Infervention! 
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Spectacular Bump Mapping technology 
creates incredibly detailed textures* 


cahtil it 


es 


Stunning graphics in 65,000 colors 
with standard SVGA or 3Dfx cards, 
including the new Voodoo 2 cards 


Fully animated 3D arms and legs 
for punching, running, climbing 
and swimming 


Includes the top-selling 
1980's original Montezuma’s Revenge 


Download the demo from www.wizworks,com 


Published by 


Developed by 
TECHNOLOGIES INE 
A GT Interactive Company www.utopiatech.com 


* Bump Mapping requires 3Dfx Voodoo 2 card. 
©1998 Utopia Technologies, Inc. 
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NCAA Football 99 


So close to being a serious contender 


A Sports is back with NCAA 

Football 99, the latest version of 

the only college football game in 
town. While it offers key improvements 
over last year’s entry, it suffers from a 
few problems that keep it from being a 
real contender. 

The key new addition to the game is 
a dynasty mode that allows you to take 
control of a team for multiple seasons, 
recruiting new players to replace your 
graduating seniors. Your ability to 
attract quality recruits is affected by 
your team’s performance, so you'll find 
it much easier to build a successful 
dynasty using an established team. Do 
a good job and you just might build a 
solid dynasty; do a bad job and you'll 
be asked to retire or be offered a job 
coaching one of the lower ranked 
schools. While it’s a welcome addition 
to the game, it isn’t detailed enough to 
turn this into a title that will attract the 
simulation crowd as the options are 
simply too limited. Your roster size is 
fixed, so you’re only able to recruit as 
many players as you have vacancies. 
There’s no practice squad and you 
can’t drop existing players. 

Another key addition is the inclu- 
sion of a player editor. You can now edit player 
ratings as well as names. Being a college simu- 
lation, they couldn’t include the actual player 
names. In dynasty mode your new recruits will 
have fictitious names and the announcer’s 
vocabulary includes many names so you'll actu- 
ally hear them called during the game once 
you get a few seasons into the dynasty mode. 

Like other EA Sports titles, this is really an 
arcade game. The game makes full use of 10- 
button controllers, and the gamepad crowd 
should find plenty to do. The passing game is 
well implemented but difficult to master. You 
can throw on the run, execute pump fakes and 
control the velocity of your passes. Unfortun- 
ately, the view of the action is flawed—there 
are really only two view options that are 
usable, and neither is ideal. The default “EA 
Camera” is Zoomed in too tight to see all of 
your receivers, and the “Upper Deck” camera 
too far away from the action. They really need 
to add a view option that’s right in the middle 
of these two. 

Overall, NCAA 99 plays a respectable game 
of football but there are a few problems. The 
computer Al plays tough defense but doesn’t 
mix up its offensive play selection in a realistic 
manner. The computer likes to pass way too 
much, even with teams that traditionally don’t 
pass very often. The computer defenders 
seem to have super speed when chasing 
receivers in the open field. On the plus side, 
the game calls penalties in a realistic manner. 
Drop way back and scramble around for a 
long time and you'll probably get a holding 
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What a catch 


call against one of your linemen. 
There are also realistic numbers of 
injuries and turnovers. 

While NCAA 99 includes several 
major enhancements, last years 
PlayStation version already had all of 
the new features. The 99 editions fea- 
ture the same feature disparity—-NCAA 
99 on the PlayStation includes a play 
editor and on-field play diagrams, two 
features the PC version lacks. 

One of the big things missing 
from the previous iteration of the 
game was support for 3D accelera- 
tors. NCAA 99 now includes support 
for 3Dfx-based accelerators—EA has 
placed Direct3D support at the top 
of the list for an upcoming patch. If 
you don’t have a 3Dfx card you'll 
have to settle for sprites rather than 
the polygonal players found in the 
accelerated version. 

The 3D graphics are definitely an improve- 
ment over last year’s. There are numbers on 
the player jerseys, the players are scaled prop- 
erly with respect to their relative size and the 
stadiums are beautifully reproduced. On the 
downside, the players aren't particularly 
detailed enough and appear quite blocky. The 
player animation also appear very artificial, 
which becomes painfully apparent when 
viewing a zoomed-in instant replay. 

Like last year’s title, NCAA 99 is a good col- 
lege football game with a few holes. 
Implementing the same features in both the 


Touchdown UCLA 


PC and PlayStation versions of the game 
would be a good start. Despite any and all 
flaws, this is still a remarkably capable action 


football game, but one that should be a whole 
lot better. -A/ Weston 
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NCAA Football 99 

EA Sports * www.easports.com * Requirements: 
Windows 95, 166MHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM * Multiplayer: 2 players, 
LAN, modem 


¢ New Mode Of Play (MOP) Game Designer— 
Create your own Modes Of Play and swap them 
with your friends 


e Four world-class golf courses— St Andrews 


Links Old Course of Scotland, Entrada at Snow 
Canyon, Latrobe Country Club (now in beautiful 
fall foliage) and Arnold Palmer's Bay Hill Club 
& Lodge 


e 3D Objects, Caddy Tip Book, and Two New 
Golfers (8 in all) to choose from 


g St Andrews 


Valuable Coupons—For 
You And A Friend! 


It's easier than you thought to get yourself 
and a friend into Internet play with Links LS 1999! 


Compare the difference 
between the screen capture 


an bd 
Bay Hill Club and Lodee. bile Boviccttes ttace oo a ( Rebate From 
Se « alt ‘ es + = Swing and 2 other SWINE i =&E=ACCESS 
a . @ otpions (Total of 3) : Just send in this coupon with your original receipt for Links 
, LS ‘99 along with your name, full address and phone number. 
; , 
e New internet features ‘ Send to: Access Software Inc. 
a 4750 Wiley Post Way, Bldg. 1 Suite 200 
include Internet Spectators 1 Salt Lake City, Utah 84116 
. P | 
and Real-Time Voice Chat ] One coupon per customer. Offer not valid with any other 
4 promotion. Good only on FULL version of Links LS 1999 Edition. 
4 Allow 6-8 weeks for delivery. Expires Jan. 31, 1999 
ean — Bs > 
(for editing existing or 1 DO Rebate From 
a “ 
new sounds) ACCESS 
M SOFTWARE INCORPORATED 
Just send in this coupon with your original receipt for Links 
" Improved Easy to play 3 LS '99 along with your name, full address and phone number. 
interface : Send to: Access Software Inc. 
g 4750 Wiley Post Way, Bldg. 1 Suite 200 
¢ Photorealistic graphics . iat ein a adie 
a One coupon per customer. Offer not valid with any other 
a promotion. Good only on FULL version of Links LS 1999 Edition. 
i Allow 6-8 weeks for delivery. Expires Jan. 31, 1999 
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SER sorrwant incorronarso 1-800-800-4880 www.AccessSoftware.com 


NFL Gameday 99 


Are you ready for some PlayStation football? 


re you ready for some football? The first 
A game of the year is 989 Studios’ PC ver- 

sion of the best-selling PlayStation title 
NFL Gameday. Featuring 3D-accelerated graph- 
ics, complete control of the game action and 
arcade Internet play, Gameday has a lot to offer. 

If you're familiar with last year’s PlayStation 

version, this is basically the same game. 
Gameday offers a good game of football, but 
veteran PC gamers shouldn't be surprised to find 
that this is a pure arcade title—if you expect 
things like a play editor or career mode, forget it. 


Finding the holes with the Dolphins 


On offense, the running game is well imple- 
mented. You can run inside as well as outside 
but it’s tough to rack up big yardage. It’s pretty 
easy to spot openings for the ball carrier when 
they exist. Squirt through the hole, put on a 
move or two, and you can pick up some decent 
yardage. You'll also get stuffed about as often 
as you'll break a big one. The passing game is 
also well done—drop back, activate the 
receivers and look for the open man. Throw 
into traffic and the pass is almost certain to be 
tipped away or even intercepted. With total 
control mode enabled you also have the ability 
to lead or underthrow the receiver. 

As a solo game, the computer is pretty 
tough even at the easier difficulty levels. 
However, the big draw is Internet play. 
Unfortunately, lag is a problem for the client- 
side player (the host has no such problems). In 
particular, the kicking game is completely unus- 
able in multiplayer, the result being uninten- 
tional squib kicks and five yard punts. 

Gameday isn't lacking in the graphics depart- 
ment. A 3D accelerator is required to suit up 
and play, and the player animation is smooth 
even at the higher detail settings. Several cam- 
era angles are available, with the multi-cam 
view offering the best view if you wish to see 
enough of the action to spot open receivers. 


Kordell Stewart drops back to pass 


Overall, Gameday offers a surprising dose of 
realism for an arcade title. The game will test 
your playcalling skills as well as your gamepad 
control. It’s fun to play and offers a solid combi- 
nation of realism and arcade action. 
Unfortunately, while competently executed, 
Gameday has a few too many problems to rise 
to the top. -A/ Weston 
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NFL GameDay 99 

989 Studios * www.989studios.com * 
Requirements: Windows 95, 166MHz Pentium 
or higher, 32MB of RAM, 8X CD-ROM, 3D 
Accelerator * Multiplayer: 2 players, Internet, 
LAN, same machine 


Fantasy Sports Pro 


Sierra’s fantasy bundle is a both a dream and a nightmare 


ost computer sports games either 
Mi replay or postulate matches between 

teams of real-life players. Rotisserie 
gamers, however, rely on the actions of real-life 
players as individuals to determine the results of 
fantasy teams. The biggest challenge of these 
fantasy sports gamers is not choosing who to 
play or when to trade, though—it’s tabulating 
and compiling the stats from game to game 
that is the hardest part of running a league. 


all Having trouble deciding who to draft? Check out 
» our brand new FREE Fantasy Draft Assistant nght 
tre 


You can download the weekly stats from the Fantasy 
Sports Properties website at www.fspi.com 
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In the past, commissioners would pour 
through the boxscores of games, furiously tabu- 
lating with a calculator and marking down in a 
logbook. Now, there are actual statistics services 
that do the tedious work for the commissioner, 
neatly keeping track of the vast numbers. 
Fantasy Sports Pro allows the commissioner to 
do this at home, representing the “big four” of 
sports—baseball, football, basketball, and hock- 
ey. In reality, Fantasy Sports Pro is a bundle soft- 
ware package of FSPI’s rotisserie soft- 
ware—Cal Ripken Fantasy Baseball, Terry 
Bradshaw Fantasy Football, Grant Hill 
Fantasy Basketball and Mike Richter 
Fantasy Hockey. 

The program suffers, however, from 
being exactly what the commissioner 
doesn't need. The interface is incredibly 
clunky and there are no filtering tools. 
During the draft, there is no way to iso- 
late just the quarterbacks, or the kickers, 
or the wide receivers, which means you 
either have to know exactly who you 
want or scroll down a list of hundreds of 
players and make notes on who you 
might want. 

Essentially, the software is a vehicle 
for FSPI's stat downloading service, for 


which you pay $70 for all four sports, or less for 
each sport individually. God forbid the commis- 
sioner should want to manually input stat 
results—the software is too unforgivably diffi- 
cult to use for that. 

The game does have a lot of neat extras, at 
least. It allows the commissioner to publish a 
website newsletter for a league, it calculates 
fantasy team head-to-head matchups and it has 
an integrated e-mail system which automatical- 
ly distributes weekly results to each owner. 
However, the software undermines these fea- 
tures, and could have been made more user- 
friendly with a much cleaner interface and filter- 
ing tools. If you're a commissioner who can for- 
give this and would use the stat download ser- 
vice, the software is invaluable to your league 
management. Otherwise, newbies caveat emp- 
tor. Jonah Falcon 
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Sierra Sports: Fantasy Sports Pro 
Sierra/FSPI, Inc. + 
www.sierra.com/www.fspi.com * 
Requirements: Windows 95, 486 or higher, 4MB 
of RAM, 2X CD-ROM + Multiplayer: Varies 
depending on sport and league setup 


THIS GAME WILL KICK YOUR STRATEGY-LOVING BUTT 


KILLER STRATEGY. 
KILLER INTELLIGENCE. 
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There’s this guy going around 
at parties who used to be just an 


underling at some game developing 
company and he brags all evening 
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The Hundred Years War 


A curious hybrid of strategy and atta tide but tedious in the end 


espite that fact that RPG’s by the 
score make use of a pseudo-medieval 
backdrop, comparatively few strategy 
and war games delve into the possibilities of 
this rich historical setting. The Hundred Years 
War, a curious strategy/role-playing hybrid 
from StrategyWorld.com (www.hyw.com), 
examines its namesake in great detail. While 
this online-only game is not for everyone, it 
does have its charms. 

The game’s chief strength lies in its role- 
playing potential. After choosing whether to 
fight on the French, English, or “other” side 
(which includes neutral and cobelligerent pow- 
ers like the Papacy, the Holy Roman Empire, 
and Scotland), players don the mantle of the 
head of one of Europe’s noble families. As 
games can last for, well, a hundred years, per- 
petuating your line is of critical importance. 
Finding a spouse, raising and training children, 
and safeguarding your family from the armies, 
assassins, and plagues rampaging around the 
countryside ensure that when your character 
eventually dies, your line will continue. 

The Hundred Years War's better players create 
distinct personas for their characters, ranging 
from wanton seductress to dedicated 
brewmeister to excommunicated heretic. The 
in-game message system, where the more 
intriguing missives are routinely broadcast to all 
players, ensures that everyone can enjoy the 
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Retrying... 

Begin Siege of CPU0@ Puigcerada (Yes or No)? y 
You Have Besieged For 26 Days. 


You Have The Leadership Advantage. Advantage Multipler is 1.24 


You Have The Strength Advantage, 2 Subtract From Keep Level. 


<S$>torm, <N>egotiate Surrender. <R>educe Keep Walls, <C>ontinue 
Siege: r 
Keep Level Reduced By 0.11 
You Lost: 
4 Knights 
2 Men At Arms 
8 Yeomen 
35 Foot 
Attrition Has Taken Place. You Lost : 
2 Knights 
3 Men At Arms 
6 Yeomen 
57 Foot 


Press <ENTER> to continue. 


This is a battle? 


Squeeze the peasants more, milord? 
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often amusing by- 
play. Treachery is also 
an accepted, and 
important, part of the 
game. Feudal loyalties 
were often quite con- 
fused, after all, and 
national identity ten- 
uous at best. An eye 
for the main chance 
serves both players 
and the developing 
conflict quite well. 

Gamers will find 
that the game offers 
them abundant time to develop their characters. 
Turns are run from 2-5 times a week, and each 
turn represents a single season (three months). 
Unless the English (who start the game ina 
stronger position than the disorganized, militari- 
ly weak, but numerically superior French) man- 
age a quick knockout, a single game can thus 
last for much more than a real-time year. 

The chief problem with the game is that the 
year can get pretty tedious. The game offers 
almost no visuals and is completely lacking in 
sound. It thus fails to capture any of the 
pageantry of medieval warfare. The clash of 
armored knights, the flashing swords, the 
mighty siege engines, the massacre of hapless 
peasant levies—all are absent. Instead, battles 
are described with 
just a few dry lines of 
text that tell you 
how many of each 
unit type died on 
each side. A system 
like this does a poor 
job depicting the 
heroics of Joan of 
Arc, the legendary 
raids of the Black 
Prince, or the pivotal 
battles of Agincourt 
and Crecy. 

Fief management 
also offers few thrills. 
Finding competent 
bailiffs to manage 
your holdings is per- 
haps the game’s 


A lord and his army 


most important task. Wandering from fief to fief 
and examining a seemingly endless string of 
NPC's in the taverns (again, through the same 
dry text-based interface), hiring the best of 
them, and taking them back to your holdings 
can take an enormous amount of game time— 
years, if you have a large number of fiefs. 

Management itself basically consists of slow- 
ly raising the tax rate while paying officials and 
garrison troops, maintaining infrastructure, and 
improving your keep. Neither agriculture nor 
industry are under the player’s direct control 
(unlike in, say, Lords of the Realm), and the fiefs 
thus have very little character. The only notice- 
able effects of your management efforts are 
the cash you gain from the fief and the slow 
growth of its defenses and infrastructure. The 
keeps themselves are also totally abstracted, 
with just a simple numerical rating for their 
strength. Would-be castle designers will have 
to look elsewhere for their fun. 

In short, The Hundred Years War works better 
as a thoroughly researched, detailed roleplay- 
ing milieu than as a strategy game. Its creators 
have done a tremendous amount of research 
and created an interesting and accurate game 
setting that historically minded folk will appre- 
ciate. If only the gameplay itself were better... 
—Dave Markell 


The Hundred Years War 
StrategyWorld.com * www.hyw.com ° 
Requirements: Internet connection ° 
Multiplayer: 280 players, Internet 
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Testing the market for virtual card games 


anctum, an online trading card game rain altering effects, and so on. While 
a, strongly reminiscent of Magic: The one can technically play with just the 
Gathering, is one of those games that is starter deck, an endless string of losses 

good all around, but suffers from significant is pretty much guaranteed. Sanctum cur- 

flaws. While its graphics, sound effects, and rently has more than 300 different spells 

gameplay are all quite good, the current ver- powered by six different types of mana 

sion of Sanctum does not allow players to and grouped into twelve houses. Players 

trade their cards. When this gaping hole is who buy additional boosters from the 

filled, the game could easily be a real winner. online store and construct specialized 

Currently, Sanctum is available as a 12 MB decks will almost always triumph over Th : 
e Sanctum chatroom, where all games begin 

download from the company website (. A free those who hope to play for free. 

Starter deck of 60 spell cards comes with each Sadly, buying boosters is so far the 

new account. There are summoning spells, only possible way to acquire needed cards. terrain modification, and monster summon- 

damage spells, protective enchantments, ter- The omission of such a basic feature as, well, ing (to block the enemy) gives a much-need- 
trading from an online ed complexity boost to this type of game. 
trading card game is There is also a ranking system, where wins, 
incomprehensible. Still, losses, and disconnects are tallied, and the 
Sanctum is quite entertain- greatest rewards come from victories against 
ing. While the game isn’t the highest-ranked players. Best of all, those 
Original (it's Magic by any who disconnect to avoid a loss will find that it 
other name), its strategic hurts their rating far more than just eating 
map is a welcome new the defeat. 
addition. Sanctum’s duels In short, Sanctum is an excellent, eminently 
are played out onrandom- __ playable, and fun game marred by one glar- 
ly generated maps with ing omission. If its developers implement 
varying terrain and neutral —_ trading as promised, it should earn a respect- 
city placement—only the ed niche in the annals of online gaming. 
location of each player’s —Dave Markell 


sanctum remains constant. 
Sanctums and (once cap- 
tured) neutral cities serve 


as both mana and troop Sanctum 

generators. The resulting Digital Addiction * Requirements: Windows 95, 

combination of strategic 90MHz Pentium or higher, 24MB of RAM + 
Selecting a House of Magic troop movement, magical Multiplayer: 2 players, Internet 


Now, there are over 1 20 track 
territories you can simulate with 


Train Dispatcher 2 


Download the free demo version of Train Dispatcher 2 
from our web site at http://www.signalcc.com and you 
too can enjoy the fun of maneuvering high speed pas- 
senger trains around slow moving freights in a frantic 
attempt to keep them on schedule. 

Train Dispatcher 2 comes with 5 track territories to pro- 
vide you with a wide variety of challenging traffic control 
scenarios. Additional track territories can be purchased 


Where can you 
find 600 games 
reviewed in the 
same place? 
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for $5 each, and a group of over 70 customer contrib- 
uted territories can be downloaded for free from our web 

| page or purchased on a diskette for only $5. 
For Windows 3.1 & Windows 95 with Track Builder you have the added flexibility of de- 
Comes ona 3.5 inch diskette — signing your own track territories and train schedules. You 
Train Dispatcher 2 ‘95 will be surprised by how easy it is to design even com- 
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Track Builder 2 sal é, ‘ 
Additional territories (each) plex territories with the track drawing tools we provide. 


cea aad Territory Disk ... 3 SIGNAL Computer Consultants 


hoskepuer sie additional item (multiple P.O. Box 18445, Pittsburgh, PA 15236 
territory orders are considered to be one item) Tel 888 872-4612 (toll free) or 412 655-1884 
PA residents add 7% sales tax Fax 412 655-1893 E-mail signal@usaor.net 


Dealer and Store Inquiries Welcomed Mastercard/Visa/Discover/Checks accepted 


COMPUTER GAMES 
BUYER'S GUIDE 
BUY IT! 
at..your.-newsstand..in.late.Octeber 
6x Call 1.800.699.4263 to order 
source 11066 


COMPUTER GAMES = 195 
r 


‘RAINBOW SIX’ Lead a 
task force battling ter- 
rorism in highly realistic 
settings. Gameplay is a 
series of missions in 
m which you plan and exe- 
A_W cute precise assaults on 
terrorist installations. 
You must complete 17 
missions, executed in 
1st & 3rd person. 
Seventeen. immersive 
ae locations. As your mis- 
A combination sion advances, you will 
af explosive uncover a larger and 
AG ON i real-life more sinister conspira- 
cy, where the fate of the 

a world hangs in the bal- 

> ance. 


stint 
\y 
\ 


Tom Claney’s 
WMT YT. Y,\¥ VI 


Red Storm (Action) 
Release: NOW 
PC CD 


‘JANE’S WORLD WAR II FIGHT- 
ERS’ Fly the 7 best fighters of 
WWII with unprecedented effects, 
terrain, & aircraft detail. Contains 
training missions, variable diffi- 
culty levels, a branching cam- 
paign, realistic flight dynamics, & 
sophisticated Al. Planes break 
apart, awesome crashes & explo- 
sions, with realistic clouds, 
smoke, & fire. Virtual 3-D cock-| . 
| pits with working dials. 
EA (Simulation) 
Release: 10/98 
PC CD 


| ‘ISRAELI AIR FORCE’ State-of- 
the-art in flight simulation with 
| the best terrain ever seen on the 
PC. Dogfight through canyons at 
low altitude with fast play & detail 
that redefines photo-realism. Fly 
| real Israeli planes with accurate 
avionics, realistic cockpits, & 
| detailed 3-D shapes, then use real 
tactics including radar evasion & 
pop-up attacks. Historical & hypo- 
thetical missions. 

EA/Jane’s (Simulation) 
Release: NOW 

PC CD 


| ‘ARES RISING’ Create your own 
character & personal goals. 
Equip your ship. Determine the 
battle plan, tactics and strategies 
for each mission, & even decide 
what missions to accept. The 
| variety & depth of the scenarios 
elimnate repetition. Supports 
TCP/IP, modem, & serial connec- 
tions for 8 players in head to 
head & team deathmatch modes 
as well as against an Al. 
Imagine (Simulation) 
Release: NOW 

PC CD 


‘CH F-16 FIGHTER STICK’ 
Designed with the look & feel of 
| an F-16 Falcon’s jet grip, this top- 
| rated controller features one 8- 
way switch, three 4-way switch- 
es, three fire buttons, a trigger, 
trim controls & rotary throttle. 
Use with the PRO THROTTLE for 
up to 40 programmable func- 
tions! 7-foot cable, and connec- 
tors for AT and PS2 Keyboard 
Ports. 

CH Products (Hardware) 
Release: NOW 

PC 


‘TOMB RAIDER Ill’ Lara’s off to 
more exotic locations this time, 
‘from the deserts of India to the 
islands of the South Pacific. 
Choose your destiny by selecting 
the order in which you play each 
of the 4 adventures. Revamped 
game engine, new reflection sys- 
tem, vastly improved Al, new spe- 
cial effects (rain, snow, fire, & 
more). Eidos (Action) 

Release: 11/98 

PSX 


PC CD 


SPlusi1298Pq1 


great 


prices 


COMPUTER GAMES: SIMULATION 


TITLE RELEASE PRICE 
10th Planet 08/99 $48.99 
1943 Euro Air War 09/98 $45.99 
3D Naval Battles 01/99 $49.99 
3D Railroad Master 10/98 $49.99 
AH-64D Longbow 2 12/97 $38.99 


Aces: X-Fighters W95 
Air Warrior 2 W95 


04/99 $49.99 
02/97 $24.99 


Air Warrior 3 12/97 $36.99 
Anarchy 11/98 $41.99 
Andretti Racing 12/97 $19.99 
Apache Havoc 11/98 $39.99 
Ares Rising 09/98 $29.99 
Armored Fist 2 10/97 $25.99 
Babylon 5 04/99 $48.99 


Baja 1000 Racing 12/98 $45.99 


Brnout Champ Dragrcng 05/98 $39.99 
CART Precision Racing 11/97 $39.99 
Cart Racing 11/97 $19.99 
Castrol Honda Superbike 05/98 $34.99 
Comanche 3 04/97 $17.99 
Comanche Gold 05/98 $25.99 
Confirmed Kill 09/99 $39.99 


Cyberstrike 2 
Dawn of Aces 


11/98 $42.99 
11/98 $44.99 


Daytona USA DIx 11/97 $42.99 
Destruction Derby 2 11/96 $19.99 
EF 2000 V 2 07/97 $19.99 
Extreme Assault 07/97 $29.99 
F-15 03/98 $38.99 
F-16 Agressor 10/98 $42.99 
F-22 ADF 12/97 $44.99 
F-22 ADF Red SeaOps 09/98 $15.99 
F-22 Lightning 2 09/96 $18.99 


F-22 Raptor 12/97 $19.99 
F/A 18 Korea 12/97 $36.99 
F1 ‘98 03/99 $35.99 
F1 Racing Sim 04/98 $29.99 
F16 Fightng Falcon 09/97 $19.99 
F22 Total Air War 11/98 $38.99 
FA 18 Hornet 3 04/97 $26.99 
FLY! 12/98 $46.99 
Falcon 4.0 11/98 $52.99 
Falcon 4.0: MiG 29 12/98 $30.99 
Falcon Gold 07/94 $19.99 
Fghtng Ficn Bck Bgdd 07/97 $25.99 


Fighter Duel 2 05/99 $48.99 


TITLE RELEASE PRICE 
Fighter Wing 12/94 $19.99 
Flight Unlimited 2 12/97 $19.99 
Flight Unlimited 3 11/98 $45.99 
Flying Corps Gold 02/98 $18.99 
Flying Nightmares 2 05/99 $39.99 
Formula 1 CE 08/98 $40.99 
Formula 1 W95 06/97 $29.99 
Front Line Fighters 08/98 $39.99 
G-Nome 02/97 $18.99 
Grand Prix Legends 10/98 $44.99 
Gunmetal 08/98 $42.99 
Gunship 3 04/99 $48.99 
iA-10 Warthog 11/98 $43.99 
iF-22 Raptor 07/97 $19.99 
iF-22 v5.0 03/98 $35.99 
iF/A-18 CSF 08/98 $37.99 
iPanzer 44 04/98 $27.99 
Independence War 09/98 $44.99 
Inertia 04/99 $43.99 
Interceptor 03/99 $26.99 
Jet Fighter 3 Missn 05/97 $25.99 
Jet Fighter Full Burn 07/98 $19.99 
Jet Fighter Platinum 11/97 $34.99 
Jet Warrior-Vietnam 04/99 $44.99 
Jhnny Hrbrt GP Champ 09/98 $42.99 


12/97 $24.99 
11/98 $49.99 
04/98 $29.99 
11/98 $48.99 
09/98 $25.99 
09/98 $29.99 
10/98 $29.99 


Joint Strike Fighter 
Luftwaffe Commander 
M1 Tank Platoon 2 

MS Combat Flight Sim 
MS FS 98 Afrcn Safri 
MS FS 98 Air Force One 
MS FS 98 Airbus 


MS FS 98 DC-3 10/98 $29.99 
MS FS 98 Dang Airport 09/98 $25.99 
MS FS 98 MegaScenery 10/98 $39.99 
MS Flight Sim 98 09/97 $52.99 
MW Mercenaries 09/96 $18.99 
MW Mercenaries 3Dfx 07/97 $21.99 
Man of War 10/97 $24.99 
Man of War 2 11/98 $39.99 
Manx TT 11/97 $39.99 
MechWarrior 3 04/99 $52.99 
Mig Alley 01/99 $39.99 
Monaco Grand Prix Reg 2 02/99 $43.99 
Monster Truck Madnss 2 07/98 $46.99 


Monstr Trck Mdnss W95 10/96 $21.99 


r 


TITLE RELEASE PRICE 
Moto Racer GP 2 11/98 $42.99 
Motocross Madness 08/98 $44.99 
Motorhead 11/98 $44.99 
Msoft FS5 Bizjet Coll 09/96 $25.99 
Nascar Racing 2 12/96 $38.99 
Nascar Racing 3 03/99 $47.99 
Nascr Reng 2 G Natl Sries 11/97 $29.99 
Nascr Reng W Trck Pck 07/96 $18.99 
Nations Fighter Command 02/99 $35.99 


Need Speed Gold 07/96 $19.99 
Need for Speed 2 SE 11/97 $25.99 
Need for Speed 3 09/98 $42.99 
Newman Haas Racing 10/98 $39.99 


02/99 $35.99 
05/98 $44.99 
02/99 $39.99 
01/99 $48.99 


Newman-Haas Racing 2 
Panzer Commander 
Panzer Elite 

Phantom Ace 


Powerboat Racing 03/98 $23.99 
Powerslide 11/98 $31.99 
Privateer 2 SE 12/97 $39.99 
Privateer 3 03/99 $52.99 
Pro Pilot USA 10/98 $19.99 
Prof Sportscar Racing 10/98 $42.99 
Recoil 08/98 $39.99 
Red Baron 2 12/97 $26.99 
Red Baron 3D 10/98 $44.99 
Red Line Racer 08/98 $43.99 
Redline 07/98 $46.99 
Rush 2 11/98 $43.99 
S.G.P. 02/99 $39.99 


SHOGO: Mobile Armr Div 11/98 $46.99 
SS Nascar Racing 2 08/98 $26.99 
SS Nascar Racing 99 11/98 $42.99 
SS Nscr Grnd Nat Srs 09/98 $26.99 
SS SODA Off Road Rcing 07/98 $19.99 
SU-27 Flanker 2 03/99 $49.99 
SU-27 Flanker Msn #1 =: 07/97: $15.99 
SU-27 Finkr 2 Add-On 09/99 $29.99 


SU-27 Squadrn Comm Ed 10/97 $25.99 
SabrAce 10/97 $41.99 
Sand Warriors 09/97 $22.99 


09/98 $44.99 
11/98 $45.99 
02/99 $44.99 
12/97 $34.99 
03/99 $46.99 


Screamer 3 

Scrmn Demons Europe 
Sierra Pro Pilot 99 
Sierra Pro Pilot W95 
Silent Hunter 2 


COMPUTER GAMES: HARDWARE 


Controllers 
CH EXL 500 Racing Set 09/98 $52.99 
CH F16 Combatstick 11/95 $59.99 
CH F16 Fighterstick 11/96 $84.99 


CH Gamestick 3D Jystck 09/98 $45.99 
CH Gamestick 3D USB =: 10/98 $45.99 
CH Jane's Combt Stck 07/97 $68.99 
CH Joystick Switchbox 11/97 $23.99 
CH Pro Pedals 12/94 $79.99 
CH Pro Throttle 03/96 $84.99 
CH Virtual Pilot Pro 12/94 $74.99 


Grvs PC Gmepad Pro USB09/98 $29.99 
Grvs Xtermintr Game Pad 07/98 $43.99 
Gravis Y-Cable Adptr 03/97 $9.99 
Joyswitch 09/94 $36.99 
Logtch WingMan Force 10/98 $94.99 
Ltech WM Formla Fre WhI 11/98 $169.99 
MS SideWinder FF Whl 09/98 $169.99 
MS SdWndr Pre Pad USB 09/98 $65.99 
MS Sidewndr Prec Pro 10/97 $54.99 
MS Sidwinder Game Pad 10/96 $29.99 
Mad Catz Panther 01/98 $43.99 


Mad Catz Panther XL 
PDPI L4 Dig Game Card 08/98 $79.99 
Quickshot Mstr Pilot Val 03/98 $59.99 
Quickshot MstrPilot Prog 04/98 $25.99 
Saitek Cyborg 3D Joystk 09/98 $52.99 
Saitek Cyborg 3D Pad 08/98 $38.99 
Saitek PC Dash 04/98 $49.99 
Saitek R4 Fre Fdbk WI 10/98 $169.99 
Saitek R4 Racing Whl 10/98 $92.99 
Saitek X-36 Cont Sys 05/98 $107.99 
Space Orb 360 10/96 $42.99 
Suncom F15 Talon Jstk 07/95 $39.99 
TM Attack Throttle 04/98 $49.99 
TM Elite Ruddr Pedals 03/98 $65.99 
TM F22 Pro 10/96 $129.99 
TM Frag Master 10/98 $65.99 
TM Fusion Game Card 09/98 $19.99 
TM Nascar Racng Whl 11/97 $118.99 
TM Nscr Fre GT Reg WhI 09/98 $149.99 
TM Nscr Pro Dig Reg WhI 07/98 $89.99 
TM Nscr Spr Sprt Reng WI09/98 $69.99 
TM Nscr Sprint Reng WhI 09/98 $53.99 


01/98 $62.99 


Modems 
Dm SprSne | 56K DFV Int08/98 $179.99 
Dm SprMx 56kV.90 Ext 03/98 $129.99 
Dmd&Xprs 56 SP V.90 Int04/98 $107.99 
Dmd SXprs 56e V.90 Ext 04/98 $119.99 
Dmd SXprs 56i V.90 Int 04/98 $89.99 
USR 56K D-F Ext X2 02/98 $159.99 


USR 56K D-F Int X2 02/98 $149.99 
USR 56k D-F-V Ext X2 02/98 $179.99 
USR 56k V.90 D-F Ext 03/98 $159.99 
USR 56k V.90 D-F Int 03/98 $139.99 


Sound Cards 
Diamd Mnstr 3D Wavetb! 03/98 $126.99 
Diamond Monster M80 03/98 $89.99 
Diamond Monster MX300 10/98 $89.99 
Diamond Sonic S90 PC! 09/98 $59.99 
SndBlstr PCI 128 PC Wks 09/98 $135.99 
Sound Blaster LIVE 08/98 $179.99 
Sound Blaster LIVE! Value 10/98 $89.99 
Sound Blaster PC1128 08/98 $89.99 
Turt Beach Montego A3DX06/98 $89.99 
Turtle Bch Mibu Srrnd 64 09/98 $79.99 


COMPUTER GAMES: ACTION 


L 

Barrage 09/98 $24.99 
Battlezone 03/98 $22.99 
Battlezone Level Pack 10/98 $18.99 
Beneath 02/99 $48.99 
Blood 2 10/98 $39.99 


Blood: One Unt Whi Bld 
Carmageddon 2 


09/98 $19.99 
12/98 $44.99 


Carmageddn High Octane 09/98 $12.99 
Carmageddon Max Damg 02/98 $29.99 
Carmageddon Splat Pak 12/97 $16.99 
Carnivores 11/98 $19.99 
Claw 04/98 $19.99 
Creed 10/98 $44.99 
Critical Depth 10/98 $48.99 


DF Jedi Knight W/ Sith 
Daikatana 

Dark Forces: Jedi Knght 
Dark Vengeance 

Dead Reckoning 

Death Trap Dungeon 
Delta Force 

Descent 3 


09/98 $39.99 
02/99 $39.99 
10/97 $28.99 
11/98 $36.99 
10/98 $44.99 
06/98 $26.99 
10/98 $37.99 
12/98 $48.99 


06/98 $29.99 
09/98 $19.99 
03/98 $39.99 
09/98 $19.99 


Descent Freespace 
Descent Freespc Exp Pk 
Die by the Sword 

Die by the Sword Exp Pk 


Drakan 01/99 $39.99 
Duality 10/98 $46.99 
Duke Nukem Forever 12/98 $48.99 
Duke Nukm 3D Atomic 01/97 $19.99 
Esoteria 11/98 $46.99 
Fatal Abyss 09/98 $39.99 
Fighter Pilot 10/98 $19.99 
Future Cop: L.A.P.D. 11/98 $19.99 
Half Life 10/98 $48.99 
Half Life: Tm Frtrss 2 10/98 $24.99 
Heavy Gear 2 11/98 $45.99 


Heretic 2 11/98 $47.99 
Hexen 2 09/97 $42.99 
Hexen 2: Hexmaker 03/98 $29.99 
Hired Guns 11/98 $39.99 
Incoming 07/98 $36.99 
Incoming Add On 09/98 $23.99 
Interstate 76 Arsenal 03/98 $38.99 


Interstate 82 02/99 $45.99 


Jazz Jackrabbit 2 09/98 $29.99 
MIA 09/98 $19.99 
Max Payne 11/98 $47.99 
0.D.T. 10/98 $39.99 


09/98 $48.99 
09/98 $24.99 
09/98 $22.99 


Planet Texas 
Postal Bundle 
Postal Special Delivery 


Prax War 11/98 $44.99 
Profiteer 10/98 $45.99 
Quake 2 12/97 $39.99 


Quake 2 Bundle Pack 

Quake 2 Mn Pk 1or2 ea 
Quake 2 Zaero 09/98 $22.99 
Rainbow Six 08/98 $37.99 
Rednck Rmpg Pssm Byau 09/98 $12.99 
Redneck Rmp Rides Agn 05/98 $29.99 


01/99 $47.99 
06/98 $24.99 


Requiem 11/98 $45.99 
Seed 10/98 $48.99 
Shadowman 11/98 $49.99 


09/97 $32.99 
11/98 $42.99 


Shadows of the Empire 
Shattered Reality 


| 


TITLE RELEASE PRICE 
Silent Hunter CE 10/97 $26.99 
Skies 09/98 $42.99 
Spearhead 09/98 $37.99 
Spearhead Exp Pack 12/98 $22.99 
Starsiege 11/98 $45.99 
Super Hornet 2000 11/98 $46.99 
Super Touring Cars 12/98 $43.99 
Superbike World Champ 10/98 $39.99 
TOCA Racing 09/98 $37.99 
Tank Commander Net 04/95 $16.99 
Tank! 04/99 $48.99 
Team Apache 06/98 $39.99 
Terminus 05/99 $48.99 
Test Drive 4 12/97 $25.99 
Test Drive 5 11/98 $37.99 
Test Drive Off Rd 2 10/98 $37.99 
Thunderstrike 04/96 $32.99 
Tie Fighters W/ Refrnce 10/98 $32.99 
Tie Fightr Coll 11/95 $19.99 
Top Gun 2 Hornets Nest 10/98 $48.99 
Touring Car 03/98 $30.99 


08/98 $39.99 
01/99 $42.99 
10/96 $29.99 


Train Dispatcher 2 
Trans-Am Racing 68-72 
Trophy Bass 2 


Trophy Bass 2 Exp. Pk. 05/97 $19.99 
Ultimate Racing Pro 03/98 $29.99 
UltraFighters 12/98 $37.99 
\-Rally 12/98 $44.99 
Vangers 07/98 $25.99 
Viper 06/99 $44.99 


06/97 $12.99 
09/98 $44.99 
10/98 $44.99 


Virgin Rally Champ 
W.A.P. Israeli Air Fre 
WW |! Fighters 

Warbirds 3D 11/98 $44.99 
Wing Comm 5: Prophecy 12/97 $19.99 
Wing Commndr Propcy Gid10/98 $37.99 
Wings of Destiny 04/99 $39.99 
World of Combat 11/96 $19.99 
X-Com Interceptor 06/98 $25.99 
X-Wing Alliance 02/99 $49.99 
X-Wing Collector 11/94 $18.99 
X-Wing Collector's Srs 06/98 $29.99 
X-Wng v Tie Cmp 1 12/97 $19.99 
X-Wng v Tie Fghter 05/97 $22.99 
X-Wng v Tie W Binc Pwr 10/98 $39.99 
Xenocracy 09/98 $39.99 


ae 


Video Cards 
A Open PA 2000 16MB 07/98 $299.99 
ATI Rage Fury 32MB 10/98 $279.99 
ATI Xpert 128 16MB 10/98 $189.99 
Canopus Pure 3D 2 12MB 06/98 $299.00 


Canopus Pure3D2LX 06/98 $259.99 
Canopus Spectra 2500 10/98 $189.99 
CBistr Riva TNT AGP 16 09/98 $189.99 
Creatv 3D Blstr Bnshee 10/98 $119.99 
Crtv Grphcs Bistr 3D 08/98 $95.99 
Crtve 3D Bistr212MB 06/98 $239.99 
Diamond FrePrt 40 Duel 03/98 $159.99 
Diamond Viper V550 PCI 01/99 $189.99 


D Monstr Fusion AGP 16 10/98 $149.99 
D Monster Fusion PC] 16 09/98 $139.99 
Dmnd Mnstr 3D Il 12MB 06/98 $229.99 
D Stealth I! G460 8MB 08/98 $119.99 
Matrox Mil G200 PC! 16 10/98 $174.99 
Qtm3D Obsdn2 PCITV 24 07/98 $574.99 
Real 3D StrFghtr PC! 12 06/98 $199.99 
STB Black Magic 3D 12MB06/98 $289.99 
STB Velocity 4400 AGP 09/98 $179.99 


ues) 


Sin 10/98 $45.99 
Sin Level Master 11/98 $24.99 
Sin Mission Pack 1 11/98 $26.99 
Space Bunnies 09/98 $48.99 
Spec Ops Add On 10/98 $29.99 
SpecOps 04/98 $47.99 
SpeedTribes 10/98 $42.99 
Star Trek Kling Hnr Grd 10/98 $47.99 
Star Trek Klingon Academy10/98 $48.99 
Starsiege: Tribes 10/98 $43.99 
Tenchu 11/98 $48.99 
Tomb Raider 3 11/98 $39.99 


Tomb Raider Gold 03/98 $19.99 
Tomorrow Never Dies 12/98 $48.99 
Trespassr Jrssic Park 10/98 $43.99 


02/99 $46.99 
06/98 $34.99 
12/98 $19.99 
12/98 $47.99 
10/98 $47.99 
09/98 $39.99 
12/98 $48.99 


Turok Dinosr Huntr 2 
Unreal 

Unreal Level Pack 
Unreal Mega Pak 
Urban Assault 
V2000 

Wrath 


©1998 CHIPS & BITS, INC. 
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Order 


Online 


COMPUTER GAMES: STRATEGY 


TITLE RELEASE PRICE Time RELEASE Price TITLE RELEASE 
10 Six 01/99 $42.99 Dawn of War 08/98 $39.99 Lords Realm2ExpPk 06/97 
AD&D Birthright 07/97 $27.99 Deadlock 2 03/98 $39.99 Lords of Magic 12/97 
Admiral Sea Battles 11/96 $18.99 Dominant Species 10/98 $45.99 Lords of Magic SE 10/98 
Advancd Civilization 11/95 $34.99 Dominion Storm 06/98 $22.99 MAX 12/96 
Age Empires Fin! Congst 07/98 $18.99 Duel: Mage Wars 10/98 $39.99 MAX2 06/98 
Age of Empires 10/97 $29.99 Dune 2 11/97 $14.99 MTG Duels of Planeswalkr 02/98 
Age of Empires 2 05/99 $48.99 Dune 2000 09/98 $39.99 Machine Hunter 07/98 
Age of Emprs Rise Rme 11/98 $29.99 Dungeon Keeper 07/97 $14.99 Magic Spells of Anct 10/97 
Age of Wonders 10/98 $46.99 Dungeon Keeper 2 04/99 $45.99 Magic:the Gathering 03/97 
Alien Intelligence 12/98 $45.99 Dungeon Keeper Gold 04/98 $19.99 Majesty: Empire Darkinds 05/99 
Alpha Centauri 01/99 $43.99 Dungn Kpr Deepr Dngns 12/97 $19.99  Malkari 09/98 
Ancient Conquest 09/98 $42.99 Echelon 10/98 $44.99 Master of Magic 12/94 
Armored Moon 02/98 $26.99 Emergency 09/98 $19.99 Master of Orion 11/94 
Army Men 05/98 $26.99 Emperor of Fadng Suns 01/97 $18.99 Master of Orion 2 11/96 
Army Men 2 03/99 $39.99 Enemy Nations 04/97 $19.99 MechCommander 07/98 
Axis & Allies 09/98 $39.99 Entrepreneur 10/97 $38.99 | MechCommander Exp Pck 12/98 
Battlecruiser 3000 V2.0 10/98 $17.99 Extreme Tactics 10/98 $48.99  Missn Fre:Cybrstrm 2 06/98 
Battles of Destiny 11/92 $8.99 Extreme Warfare 10/98 $48.99 Myth 11/97 
Black & White 04/99 $48.99 Force Commander 02/99 $49.99 Myth2 11/98 
Blackstone Chroncles 11/98 $44.99 Freedom in Galaxy 03/99 $42.99 Netstorm 11/97 
C & C 2: Tiberian Sun 10/98 $48.99 Galilean Conflict 02/99 $35.99 Outpost 2 09/97 
C & C Covrt Oprtions 03/96 $19.99 Gangsters 11/98 $35.99 Pax Imperia 2 11/97 
C & C Gold W95 02/97 $18.99 Global Domination 10/98 $39.99 Politika 11/97 
C & C RA Aftermath 10/97 $19.99  Golgotha 10/98 $48.99  Populous 3 11/98 
C & C RA Cnter Strke 04/97 $12.99 Hardwar 08/98 $14.99 Railroad Tycoon 2 11/98 
C & C Red Alert 11/96 $19.99 Heroes M&M 09/95 $19.99 Reach for Stars 2 04/99 
C & C Sole Survivor Online12/97 $25.99 Heroes M&M 2 11/96 $19.99 Rebel Moon Revolution 03/99 
Caesar 3 09/98 $48.99 HeroesM&M2Exp Pk 05/97 $19.99 Rebellion W/ Strat Gde 10/98 
Capitalism Plus 05/97 $25.99 Heroes M&M W95 02/96 $19.99 Revolution 09/98 
Cave Wars 11/96 $22.99 HeroesofM&M3 11/98 $44.99 Risk 11/96 
Civ 2 Fantasy Worlds 11/97 $24.99 Hidden Wars 11/98 $48.99 RoboRumble 11/98 
Civ 2 Multiplayer Gold Ed 09/98 $46.99 History of World 05/97 $34.99 Ruthless.com 11/98 
Civ 2 Test of Time 04/99 $48.99 Hollywood Mogul 12/97 $39.99 SWAT 2 07/98 
Civilization 2 03/96 $19.99 Homeworld . 11/98 $48.99 Sentient 05/97 
Civilization 2 Scen 11/96 $23.99 Imperialism 08/97 $29.99 Sentinel Returns 09/98 
Civilztn Call to Powr 01/99 $45.99 Imperialism 2 11/98 $44.99 Settlers 2 Gold 04/97 
Colonization W95 02/96 $34.99 Imperium Galactica 06/97 $32.99 Settlers 3 10/98 
Commandos 09/98 $29.99 Incubation 10/97 $38.99 Seven Kingdms Anc Adv 06/98 
Conflict of Nations 11/98 $46.99  Incubation:Wilderness 05/98 $19.99 Seven Kingdoms 12/97 
Cong New World Dix 11/96 $15.99 Industry Giant 04/98 $36.99 Seven Kingdoms 2 11/98 
Conquest Earth 09/97 $12.99 Jaggd Allnc DdlyGame 09/96 $14.99 Shadowpact 02/99 
Creatures 06/97 $25.99 Jagged Alliance 2 10/98 $44.99 Siege 05/99 
Creatures 2 09/98 $35.99 Jutland 05/93 $19.99 SimCity 2000 SpecEd 04/97 
Creatures Life Kit 1 01/98 $22.99 KKND 2 09/98 $34.99 SimCity 3000 10/98 
Dark Colony 08/97 $12.99 KKND Extreme 10/97 $19.99 SimSafari 03/98 
Dark Omen 03/98 $37.99 Knights and Merchants 10/98 $43.99 SimTower 05/95 
Dark Reign 2 06/99 $48.99 LEDWars 10/98 $41.99 SimTunes 12/96 
Dark Reign Futre War 09/97 $39.99 Legend of the Five Rings 12/99 $42.99 Soldiers at War 05/98 
Dark Reign MP 1 04/98 $19.99 Liberation Day 03/98 $35.99 Spaceward Ho! 4 10/96 
Dark Reign MP 2 07/98 $26.99 Lords Realm 2 11/96 $19.99 Star Control 3 09/96 

COMPUTER GAMES: ROLE PLAYING 
AD&D Collector's Ed. 07/98 $15.99 Diablo Bundle 09/98 $29.99 Icarus: Sanctuary of Gods 09/98 
Anachronox 05/99 $48.99 Diablo Hellfire 12/97 $17.99 LandsLoreGrdnsDst 10/97 
Ancient Evil 09/98 $45.99 Elder Scrolls 2 09/96 $39.99 Lands of Lore 3 11/98 
Arena Deluxe 10/95 $47.99 — Eldr Serlls Mrrowind 03/99 $54.99 Might & Magic 6 04/98 
Baldur's Gate 11/98 $44.99 EverQuest 02/99 $44.99 Might & Magic 6 LE 05/98 
Battlespire 12/97 $32.99 FR Descent Undermtn 01/98 $19.99 Mordor 2 12/98 
Betrayal in Antara 07/97 $34.99 Fallout 10/97 $29.99  Mortalus 10/98 
Blade 11/98 $45.99 Fallout 2 10/98 $44.99 Nox 12/98 
Celtica 10/98 $44.99 _ Final Fantasy VII 06/98 $39.99 Rage of Mages 10/98 
Diablo 01/97 $27.99  Gothica 12/98 $48.99 Realms ofthe Haunting 03/97 
Diablo 2 03/99 $48.99 Hexplore 09/98 $25.99 Revenant 01/99 
ROLE PLAYING GAMES 
AD&D 2nd Edition Rules AD&D Birthright AD&D Forgotten Realms 
Combat & Tactics 07/95 $16.99 Blood Enemies 09/95 $14.99 Cormanthyr: Empr of Elves03/98 
DM Guide 02/95 $23.99 Book of Priestcraft 11/97 $17.99 Elminster Ecology 2 01/96 
Monstrous Manual 02/95 $29.99 Havens Great Bay 11/96 $16.99 Empires Shining Sea 09/98 
Players Handbook 02/95 $28.99 Legends HeroKings 11/96 $16.99 Forgotten Realms Cmpgn 07/95 
Naval Battle Syst 11/96 $8.99 Heroes Lorebook 08/96 
AD&D Accessories Rjurik Highlands 01/97 $16.99 Lands of Intrigue 10/97 
Arms & Equipment Guide 05/95 $18.99 Sword of Roele 03/96 $10.99 Ruins Undermntn 2 06/95 
College of Wizardry 02/98 $16.99 Tribes of Heartless Wsts 01/98 $16.99 Ruins Zhentil Keep 01/96 
Complete Elves 12/95 $16.99 Spellbound in Realms 07/95 
Country Sites 11/95 $10.99 AD&D Dark Sun The North 05/96 
DM Screen & Index 11/95 $9.99 Black Flames 05/95 $12.99 Villains’ Lorebook 08/98 
Dungeon Builders Guide 06/98 $17.99  Defilers & Preservers 07/96 $13.99 

Encyclopedia Magica 1-4ea04/95 $21.99 Merchnt House Amketch 07/95 $12.99 AD&D Lankhmar 
Monst Comp Annual4 12/98 $16.99 Mind Lords Last Sea 09/96 $16.99 Avengers ofLankhmar 07/96 
Strongholds 09/95 $14.99  Psionic Artifacts 09/96 $16.99 City of Lankhmar 02/95 
Tome of Magic 04/95 $16.99 Road to Urik 04/95 $10.99  Cutthroats of Lankhmar 09/95 
Wizard's Spell Comp 4 09/98 $21.99 Windridrs of Jagged Clifs 01/96 $12.99 Slayers of Lankhmar 08/96 
Tales of Lankhmar 06/98 

AD&D Al-Qadim AD&D Planescape 

Caravans 10/95 $15.99 Campaign Setting 02/95 $28.99 AD&D Ravenloft 
Cities of Bone 05/95 $14.99 Dead Gods 12/97 $27.99 Chilling Tales 02/96 
City of Delights 09/95 $16.99 Faction War 09/98 $16.99 Forbidden Lore 09/95 
Corsairs of Great Sea 09/95 $14.99 Guide to Ethereal Plane 08/98 $13.99 Guide to Transylvania 09/96 
Golden Voyages 02/96 $14.99 Hellbound 09/96 $20.99 Light in Belfry 02/96 
Land of Fate 02/96 $16.99 On Hallowed Ground 09/96 $20.99 Requiem: Grim Harvest 09/96 
Reunion 05/98 $7.99 Planes Chaos Box 04/95 $28.99 Van R's Gde to Werebeasts09/95 
Ruined Kingdom 06/95 $14.99 Planewalker's Handbook 09/96 $19.99 Vecna Reborn 08/98 
Sha'irs Handbook 04/95 $14.99 Well of Worlds 02/95 $13.99 Web of llusion 09/96 


©1998 CHIPS & BITS, INC 


PRICE TITLE RELEASE PRICE 
$28.99 Star General 12/96 $14.99 
$26.99 Star Trek Birth Fed 11/98 $52.99 
$39.99 Star Trek: New Worlds 04/99 $46.99 
$15.99 Star Trk StarfltComm 12/98 $48.99 
$27.99  StarCon 01/99 $44.99 
$26.99 Starcraft 04/98 $36.99 
$39.99 Starcraft Brood Wars 10/98 $29.99 
$27.99 Starcraft Bttl Chest 10/98 $65.99 
$15.99 Starcraft Insurrection 08/98 $26.99 
$48.99 Starcraft Retribution 10/98 $19.99 
$37.99 Starcraft Stllr Forces 10/98 $18.99 
$18.99 Stars Twinpack 06/98 $27.99 
$19.99 Stellar Frontier 05/99 $44.99 
$24.99 Stratosphere 06/98 $46.99 
$29.99 Theme Hostpital 04/97 $14.99 
$29.99 Theocracy 02/99 $37.99 
$36.99 Total Annhitn Kingdoms 02/99 $46.99 
$19.99 Total Annihilation 10/97 $19.99 
$43.99 Total Annihilation 2 08/99 $48.99 
$19.99 Total Annitn Cr Ctgcy 04/98 $19.99 
$19.99 Tot! Annhitn Bttl Tctcs 08/98 $19.99 
$26.99 Transport Tycoon 12/94 $19.99 
$18.99 Transport Tycoon Dix 09/95 $24.99 
$45.99 Tribal Rage 06/98 $34.99 
$48.99 Unnatural Selection 11/93 $18.99 
$48.99 Uprising 10/97 $12.99 
$36.99 Uprising 2 10/98 $37.99 
$46.99 WHammer Shad Hrn Rat 01/96 $19.99 
$44.99 War of the Worlds 11/98 $36.99 
$18.99 Warcraft 2 12/95 $25.99 
$26.99 Warcraft 2 Platinum 11/98 $39.99 
$47.99 Warcraft 3 09/99 $46.99 
$34.99 Warcraft Orc/Humns 11/94 $12.99 
$39.99 Wargames 07/98 $39.99 
$26.99 Warhmmr 40k Chs Gate 11/98 $45.99 
$19.99 Warlords 2 Dix 09/95 $39.99 
$35.99 Warlords 3 08/97 $14.99 
$34.99 Warlords 4 06/99 $48.99 
$35.99 Warlrds3DrkLrdRsg 08/98 $34.99 
$39.99 Warwind W95 10/96 $15.99 
$43.99 Warzone 2100 01/99 $35.99 
$35.99 Wooden Ship !ronMn 10/96 $29.99 
$18.99  Worldcraft Pro 10/98 $39.99 
$44.99 Worms 2 01/98 $24.99 
$19.99 Worms Armageddon 12/98 $39.99 
$18.99 | X-Com Apocalypse 08/97 $19.99 
$25.99 X-Com Terr frm Deep 03/95 $16.99 
$27.99 X-Com UFO Defense 06/94 $18.99 

$9.99 X-Fire 10/98 $45.99 
$14.99 Yoot's Tower 10/98 $39.99 
$26.99  Septerra Core 10/98 $48.99 
$19.99 — Star Trail 11/94 $29.99 
$44.99 Starship Diplomacy 05/99 $48.99 
$37.99 Stonekeep 11/95 $24.99 
$54.99 Swords & Sorcery 02/99 $48.99 
$42.99 Swords of Heroes 05/99 $46.99 
$44.99 Thief: The Dark Prict 11/98 $29.99 
$47.99 Ultima 9 Ascension 12/98 $52.99 
$44.99 Ultima Online: 2nd Age 10/98 $44.99 
$19.99 Wizardry 8 02/99 $49.99 
$29.99 Wizardry Gold W95 05/96 $12.99 

AlternityPlayer's Handbook04/98 $24.99 

$23.99 Ars Magica 4th Ed 08/95 $25.99 
$13.99 Call of Cthulhu 5th Ed. 07/98 $24.99 
$24.99 Conspiracy X 09/96 $22.99 
$24.99 Cyberpunk 2020 05/95 $17.99 
$16.99 Deadlands Rulebook 10/97 $27.99 
$25.99 Dragonlance 5th Age 09/96 $20.99 
$20.99 Earthdawn 06/95 $17.99 
$24.99 Fading Suns 02/97 $21.99 
$24.99 | GURPS Rulebook 02/95 $22.99 
$20.99 Heavy Gear 08/95 $25.99 
$21.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
Jovian Chronicles 04/98 $24.99 

MERP 2 Softcover 10/95 $19.99 

$8.99 Macross 2 04/95 $11.99 
$17.99 Marvel Super Heroes 09/98 $21.99 
$18.99 | Mechwarrior 07/95 $13.99 
$11.99 Pendragon 4th Ed. 05/95 $19.99 
$10.99 Rifts 06/95 $21.99 
Robotech 04/95 $11.99 
Shadowrun 2nd Ed. 12/94 $20.99 

$8.99 StarWars Revised 01/97 $27.99 
$16.99 Traveller 09/96 $24.99 
$10.99 Tribe 8 08/98 $27.99 
$12.99 Trinity 03/98 $28.99 
$24.99 Vampire 2nd Ed. 02/95 $25.99 
$12.99 Werewolf 02/95 $24.99 
$11.99 World of Darkness 06/95 $15.99 
$7.99 Wraith 02/95 $24.99 


:- Up to 3 Gmes more power! 
) > Features NEW! 3Dfx® Vooded"2 technology 
© - Explosive speed at over 60 frames/sec, 
New! MEGAMonster™ dual card festore 
Accelerates Glide (Voodoo, Voodoo2), 

and Open Gt’ 


~~ 


‘DIAMOND MONSTER 3D iV This 3D add-on upgrade card works with 
your existing 3D graphics card or 2D/3D combo card. Using the 3Dfx 
Voodoo2 chipset, it simply blows away every previous standard of per- 
formance. Features texturing and explosive speed at over 60 frames per 
second! Includes free games (8meg): Special Edition Star Wars Game 
Pack, Heavy Gear Full Version, Tomb Raider 2 Special Edition, and lots 
of demo games! : 
Diamond (Hardware) 8 megs: 

12 megs: 


* after $50 manu- 
facturer’s rebate 


Release: NOW (expires 12/31/98) 


PC 


‘COMMANDOS: BEHIND ENEMY 
LINES’ This real-time combat 
game stresses strategy & tactics 
over firepower. Advanced Al con- 
*t trols over 40 enemy vehicles & 
troops. Features 24 missions in 
N.Africa & Europe, 6 commandos 
with unique abilities, 25 accurate- 
ly modeled weapons, 6 active 
cameras, & shadow & light 
effects. Multiplayer on LAN, 
Internet, & Mplayer. 
Eidos dat, 4 
Release: NOW 
PC CD 


‘MYTH II: SOULBLIGHTER’ is the 
sequel to the hugely popular 
Myth: The Fallen Lords, & features 
an improved engine with animated 
3-D models, 4x finer terrain mesh, 
& new lighting model. New spe- 
cial effects include 3-D fire, ambi- 


Rl 


i'GHTER SS 
on 


| 


| Also includes improved pathfind- 
ing, Al, & new units & terrain. 
More net fun with individual & 


team rankings and in-game 
| alliances. Bungie (Strategy) 
Release: 11/9 

PC CD 


‘ALPHA CENTAURI’ is Sid Meier's 
new turn-based empire-building 
strategy game. A mother ship’s 
human cargo fleeing earth in the 
22nd century splits into 7 factions 
en route to the self-titled destina- 
tion. Colonists can terraform land, 
changing topography to suit 
needs. Determine your infant civi- 
lizations modus operendi. Design 
your own military with land, sea, 
& air units. 
Electronic Arts(Strategy) 
Release: 1/99 
PC CD 


‘AXIS & ALLIES’ puts you in the 
middle of realistic WWII action! 
Spearheading your country’s mili- 
tary drive, you decide where & 
when to strike, & whether you 
make a strategic bombing raid, 
sneak sub attack, infantry attack, 
or anti-aircraft barrage. Buy arma- 
ments, develop secret weapons, 
& take over territory. Solo play or 
up to 5 players over LAN, modem, 
or Internet. 

Hasbro ela, 

Release: N 
PC CD 


§ ‘HERETIC Il’ This third-person 
action/adventure game based on 
the Quake II engine sets players 
on a quest through vast city & 
outdoor settings as they search 
for a cure to a deadly plague. 
Richly detailed environments, 
stunning special effects, & chal- 
lenging level designs. Features a 
variety of offensive & defensive 
spells to fight a multitude of 
= plague-ridden enemies. 
Activision (Action) 
Release: 11/98 
PC CD 


SPlus1298Pg2 


~ “MADDEN NFL 
Stunning 


99’ 

graphics, 

gameplay, 
animations, 
involved coaching, 
campaign mode 
w/draft & trading, and 
the ability to get fired 
for poor coaching. 
Offenses and defens- 
es adjust on the fly. 


dead-on 
more 


B Create players & 
teams, leagues, ros- 
ters, playbooks, & 


schedules. Four-but- 
ton Digital and Analog 
joystick support and 
head-to-head compe- 
® tition over modem or 
network . 


EA (Sports) 
Release: NOW 
PC CD 


‘SAITEK R4 FORCE FEEDBACK 
RACING WHEEL & PEDALS’ 
offers the most advanced racing 
wheel on the market. Everything 
is where it needs to be and 
designed to be comfortable even 
after hours of driving. The Force 
Feedback version also provides a 
tactile response to collisions, the 
road surface and other in-game 
factors for the ultimate driving 
experience. 

Saitek (Hardware) 
Release: 10/98 
PC 


‘CHAOS GATE’ Command a 
squad of up to 20 Space Marines | 
and pursue the evil Chaos | 
Marines though the Warhammer 
40,000 universe! Squad-level, 
turn-based action pits players 
against Lord Zymran, in an 
attempt to unravel the mystery of 
the ancient relic. Multiplayer may- 
hem via network or internet with 
up to 4 players. 


SSI (Strategy) 


seat 11/98 $45.99 


‘NHL HOCKEY 99’ All new skating 
& goalie animation motion-cap- 
tured into the game by NHL play- | | 
ers. Expansion draft. A new | 

beginner level. Analog stick con- 
trol. Accelerated 3-D support. Six 
gameplay modes: exhibition, sea- 
son, playoffs, tournament, 
shootout & Marc Crawford coach- 
ing drills. Multiple game strate-.|4 
gies that can be accessed “on-the- 
fly." 
EA Sports (Sports) 


Release: NOW $42. ye 


PC CD 


‘FALLOUT 2’ is the much antici- 
pated sequel to the best RPG of 
1997! Eighty years after your 
ancestor, the Vault Dweller, you 
are chosen to prove yourself wor- 
thy of leading your people. You 
must travel the perilous Wastes to 
Vault 13, on a holy quest to find 
the technology your tribe needs to 
Survive, but first you must brave 
the Cave of Trials. 


CHAOS GATE 


Interplay (Roleplaying) 


Release: 11/98 $44.99 


PC CD 

‘BLOOD II: THE CHOSEN’ In a 
time of turmoil & decay, a dark 
Organization casts its shadow 
over the world. As their cause 
begins to reach fruition, an even 
greater evil pushes its being at the 
bindings of reality. But across a 
century of pain, through an army 


bodies of those he loved, Death 
has never died. Caleb returns, and 
this time he’s not alone. 

GT Interactive(Roleplaying) 


Release: 10/98 $39.99 


PC CD 


SPlus1298pq3 


CHIPS &BITSINC. 


POB 234 DEPT 11074 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


COMPUTER GAMES: ADVENTURE 


E 


Huge 5 


elec ction 


great 
prices 


TITLE RELEASE Price TITLE RELEASE PRICE TITLE RELEASE Price TITLE 
20,000 Leagues 09/99 $48.99 Dark Earth 10/97 $17.99 Myst 03/94 $19.99 Sanitarium 
7th Gst 2:11th Hr W95 =: 07/98 $19.99 Dark Half 11/98 $44.99 Myst 2: Riven 11/97 $35.99 Secret of Monkey Isle 
7th Guest 09/97 $14.99 Dark Side of Moon 12/98 $46.99 Neverhood 11/96 $22.99 Shadow of the Comet 
7th Guest 211th Hour 11/95 $14.99 Dead Unity 10/98 $45.99 Nightlong: Union City 02/99 $39.99 Siege of Stormhaven 
7th Guest W95 10/97 $19.99 Demon Isle 01/99 $47.99 Nocturne 12/98 $46.99  Silverload 
Abe's Exodus 11/98 $39.99 Dig 11/95 $18.99 Obsidian W95 12/96 $29.99 Simon the Sorceror 
Abyss: Incidnt Europa 08/98 $43.99 Enemy Zero 10/98 $42.99 Of Light & Darkness 04/98 $24.99 Small Soldiers Sqd Cmdr 
Adrenix Crisis 07/98 $44.99 — Evil Core:Fallen Cities 11/98 $39.99 Omikron 03/99 $39.99 Soul Trap 
Albion 08/96 $19.99  Extracters 04/95 $19.99 Outcast 03/99 $44.99  SoulBringer 
Alien Earth 06/98 $42.99 Fable 03/97 $19.99 Overseer 03/98 $19.99 Space Bar W95 
Alone in Dark Trilogy 04/97 $24.99 Full Throttle 05/95 $19.99 Pandora Directive 08/96 $29.99 Space Circus 
Alone in the Dark 02/93 $9.99 Gabriel Knight 2 12/95 $29.99 Patriot Games 09/98 $48.99  Spycraft W95 
Alone in the Dark 3 04/95 $18.99 Gabriel Knight 3 04/99 $48.99 Phantasmagoria 2 11/96 $52.99 Star Trek SFA DVD 
Amber:Journeys Beyond 02/97 $29.99 Gateway 2 Homeworld 08/93 $18.99 Pirates! Gold 02/95 $19.99 Star Trek SFA Mssn 
Armed and Delirious 11/97 $19.99 Goosebumps 07/98 $24.99 Prince of Persia 3D 05/99 $48.99 — Star Trk Str Fit Acad 
Atlantis 09/97 $32.99 Grim Fandango 10/98 $39.99 Qin:Tomb Middle Kingdm 07/96 $19.99 Starship Titanic 
Azraels Tear 10/96 $12.99 Gruesome Castle 10/98 $47.99 Queen: The Eye 11/98 $36.99 Starship Titanic DVD 
Badlands 10/98 $48.99 Heart of Darkness 09/98 $35.99 Quest for Glory 5 11/98 $48.99 — Str Trk Sert Vicn Fry 
Beavis & Butthd Do U 11/98 $25.99 Indy Jones Infrni Mchne 02/99 $48.99 Rama 10/96 $19.99  Temujin 
Beyond Time 09/98 $44.99 Jack Orlando 01/99 $43.99 Red Jack 09/98 $39.99 Time Lapse Ancient Civ 
Black Dahlia 02/98 $29.99 Journeyman Project 2 07/95 $14.99 Redguard 03/99 $52.99 Titanic Jrny Out Time 
Blade Runner 11/97 $29.99 Journeyman Project 3 02/98 $29.99 Reloaded 05/97 $24.99 TmeWrp Dr Brain W95 
Broken Sword 10/97 $42.99 KQ7:Princeless Bride 11/94 $19.99 Respect, Inc 02/99 $44.99 Tone Rebellion 
Byzantine 10/97 $16.99 KQ8:Mask of Eternity 11/98 $48.99 Returnofthe Phantom 07/93 $11.99 Tonic Trouble 
Cals Ctime Saloon 04/97 $19.99 Last Express 04/97 $17.99 Return to Krondor 11/98 $45.99 Twinsen's Odyssey 
Chronomaster 02/96 $19.99 Leisure Suit Larry 7 11/96 $48.99 Rex Nebular 06/92 $4.99  Versaille 
Circle of Blood 11/96 $12.99 Lighthouse 09/96 $29.99 Riana Rouge 01/98 $24.99 Wheel of Time 
Clandestiny W95 10/96 $29.99 Lion 12/95 $19.99 Riddle Master Lu 10/95 $14.99 Worlds of Billy 
Crime Killer 10/98 $39.99 Lost Vikings 2 05/97 $12.99 Robot Club 08/98 $43.99 X-Files Adventure Game 
Curse of Monkey Isle 11/97 $19.99 Morpheus 09/98 $44.99 SPQR 12/96 $19.99 Yoda Stories 
Cyberia 2 09/97 $12.99 Mulan 07/98 $26.99 SQ6 Spinal Frontier 07/95 $18.99 Zork: Grnd Inquisitor 
Cydonia 09/98 $39.99 Muppet Treasure Island 08/96 $35.99 Sacred Mirror of Kofun 11/96 $19.99  Zork:Nemesis 
COMPUTER GAMES: SPORTS 
3D Hunting Whitetail 08/98 $18.99 Deer Hunter 2 10/98 $19.99 Links Extreme 10/98 $25.99 Redneck Deer Huntin’ 
3D Ultra Mini Golf 04/97 $29.99 Deer Hunter Companion 09/98 $11.99 Links LS 98 07/97 $19.99 Remngtn Upind Brd Hntr 
3D Ultra Mini Golf Dix 07/98 $39.99 Deer Hunter ExtSeasn 05/98 $12.99 Links LS 99 10/98 $39.99 Rocky Mtn Trophy Hntr 
ABC Mond Nght Ftball 98 02/98 $29.99 Duck Hunter Pro 09/98 $17.99 MS Baseball 3D 06/98 $44.99 SS Basketball Pro 99 
AMF Pro Bowl 3D 03/98 $19.99 ESPN NBA Tonight 09/98 $36.99 MS Golf 98 05/98 $19.99 SS Golf Pro 99 
Baseball Mogul 12/97 $19.99 ESPN Natl Hockey Night 09/98 $36.99 Madden NFL 99 09/98 $42.99 SS Pro Football 99 
Bseball Mogul Wrld Series11/98 $28.99 ESPN Pro Boarder 09/98 $39.99  Mastrerft Extrm Watr Spts 08/98 $17.99 SS Viper Racing 
Bass Masters Clssc TE 09/98 $39.99 Expert Pool 02/99 $35.99 NBA Live 99 10/98 $42.99 Sensible Soccer 98 
Bass Pro Fishing 06/98 $18.99 FIFA Road Wrld Cup 98 12/97 $19.99 NCAA Football 99 09/98 $42.99 Sierra Sports Pro Golf 98 
Big Air 12/98 $37.99 FIFA Soccer 99 11/98 $42.99 NFL Blitz 09/98 $39.99 Strike Zone 
Big Game Hunter 03/98 $19.99 FOX Sports Golf 99 06/98 $39.99 NFL Gameday 99 08/98 $42.99 Supremo 98 
Big Game Hunter 2 10/98 $22.99 FOX Sports Soccer99 06/98 $39.99 NFL QB Club 99 09/98 $44.99 TNN Outdoor Pro Hunter 
Big Game Hunter Add-On 08/98 $15.99 FPS Football 99 11/98 $42.99 NHL Hockey 99 09/98 $42.99 Tiger 99 
Bird Hunter 09/98 $17.99 FPS Skiing 99 10/98 $39.99 NHL Powerplay 99 09/98 $44.99 Tiger 99 TPC Courses 
Browning's Duck Hunter 05/98 $15.99 FPS Trophy Bass Rvrs 11/97 $35.99 PBA Bowling 2 10/98 $35.99 Tiger 99 Tournament Crs 
Brunswick Crct Pro Bwling09/98 $39.99 Game, Net & Match 07/98 $38.99 PGAChampionship Golf 10/98 $26.99 Trophy Buck 
Crosmn Extrm Paint Brawl07/98 $16.99 Golden Tee Golf 98 08/98 $29.99 Pro 18 World Tour Golf 11/98 $39.99 VR Baseball 2000 
Deep Sea Trophy Fishng 07/98 $19.99 Hardball 6 04/98 $25.99 Real Feel Golf 02/99 $44.99 VR Football 
Deer Hunter 02/98 $15.99 Knockout Kings 11/98 $44.99 Real Pool 09/98 $19.99 Virtual Pool 2 DVD 
COMPUTER GAMES: HINT BOOKS 

Action Adventure Role-Playing Strategy 
Daikatana 02/99 $13.99 Abe's Odyssey 11/97 $10.99 Diablo 02/97 $15.99 Alpha Centauri 
Dark Forces 2 12/97 $16.99 Black Dahlia 03/98 $15.99 Elder Scrolls 2 10/96 $11.99 Caesar 3 
Drakan 01/99 $17.99 Blade Runner 01/98 $14.99 Fantasy RP Gamer Bibl 09/96 $16.99 C&C2 
Duke Nukem Internet 11/96 $15.99 Curse of Monkey Isle 01/98 $15.99 Might & Magic 6 05/98 $16.99 Commandos 
Duke Nukm 3D Atomic 04/97 $16.99 Dark Side of the Moon 11/98 $17.99 Might & Magic Compen 01/94 $9.99 Dungeon Keeper 2 
Half Life 11/98 $16.99  Ecstatica 2 07/97 $9.99 Revenant 02/99 $16.99 Dune 2000 
Heavy Gear 01/98 $14.99 Gabriel Knight 3 10/98 $17.99 Thief Dark Project 10/98 $16.99 Heroes M&M 3 
Hexen 2 10/97 $13.99 Grim Fandango 09/98 $17.99 Ultima 8 Pentology 06/94 $12.99 Homeworld 
Lara's Book 05/98 $16.99 Journeyman Project 3 02/98 $16.99 Ultima 9:Ascension 12/98 $16.99 Starcraft 
Outlaws 05/97 $15.99 King's Quest 8 11/98 $16.99 Ultima Collection 02/98 $16.99 Starcraft Brood Wars 
Postal 05/98 $17.99 Lighthouse 09/96 $14.99 Ultima Online 2nd Age 10/98 $17.99 Total Annihilation 
Prey 05/99 $16.99 Myst 2: Riven 12/97 $14.99 Simulation Wargames 
Quake 2 01/98 $14.99 Overseer 03/98 $15.99 1943 Euro Air War 09/98 $17.99 X-COM: Apocalypse 
Quake 2 Comp Surv Gde 03/98 $10.99  Phantasmagoria 2 12/96 $15.99 AH-64D Longbow 2 11/97 $16.99 X-Com Terror frm Deep 
Rainbow Six 09/98 $16.99 Prince of Persia 3D 11/98 $16.99 F-15 05/98 $15.99 X-Com UFO Defense 
Requiem 11/98 $16.99 Quest for Glory 5 11/98 $16.99 Falcon 4.0 09/98 $16.99 War 
Sin 11/98 $13.99 Return to Krondor 11/98 $16.99 Grand Prix Legends 11/98 $16.99 East Front 
Tomb Raider Anthology 04/98 $15.99 Star Trek Star Fit Acad 12/97 $17.99 Mechwarrior 3 09/98 $16.99 HPS Weapons Encyc 1 
Unreal 06/98 $15.99 — Starship Titanic 08/98 $19.99 Privateer 3 06/99 $17.99 Sid Meier's Gettysburg 
Unreal Auth Strat Gde 08/98 $19.99  X Files Official Guide 04/98 $15.99  Starsiege 11/98 $16.99 Steel Panthers 2 
Unreal Cnstrction Kit 09/98 $15.99 X-Files Adventure Game 06/98 $16.99 X-Wing Collectors Srs 08/98 $15.99 Steel Panthers 3 

COMPUTER GAMES: ADULT 

Ace In the Hole 10/97 $39.99 Devil in Miss Jones 12/93 $39.99 Glamor Girls1-3 ea. 02/96 $18.99 Romsoft Six Pk 2 
Aladdin & City of Sin 04/98 $32.99 Dirty Debutnt 6 Pk 04/96 $44.99 Heidi's Girls Exposed 07/96 $19.99 Romsoft Three Pack 
All Night Long 06/95 $19.99 Diva X Ariana 01/96 $34.99 Hollywood Body Double 09/95 $29.99 Samurai Pervert 2 
Arabian Nights 03/98 $39.99 DivaX NJ 11/97 $34.99 Hot Dog Girls Florida 10/95 $18.99 Scissors N' Stones 
Asia X 11/95 $29.99 Diva X Rebecca 08/96 $34.99 Interact Seymore Buts 12/93 $38.99 Sex With Asia 
BJ Babes 01/98 $25.99 Diva X Taylor 08/98 $47.99 Just Jenna 07/98 $29.99 Sex With Farrah 
Babe Patrol 10/95 $19.99 Diva X: Kanako 03/98 $34.99 Max Domintn & Fetsh 12/96 $29.99 Sex With Jena 
Beverly HI Call Gris 07/96 $19.99 Diva X: Kaoru 11/97 $34.99 Max Sex 6 Pack 07/97 $36.99 Sex With Rayleen 
Busty Babes 4 11/95 $36.99 Domin-A-Trix 2 09/96 $23.99 Net Erotique 02/96 $19.99 Sex with Rocky 
Cabin Fever 07/97 $34.99 Dream Machine 2 10/96 $49.99 Nightwatch Int 3 07/96 $29.99 Space Sirens 2 
Catchin’ Kylie 09/98 $39.99 Duke Screw'em 12/96 $49.99 Peep Show 2 Girlie Game 04/96 $39.99 Strip Poker Pro 2 
Celebrity Nudes 01/95 $19.99 Fantascenes 3 07/97 $39.99 Porno Poker 12/95 $36.99 Tabloid Beauties 
Crystal Fantasy 09/95 $19.99 Femme Fatale 09/95 $29.99 Private Plsr Park 2 08/96 $44.99 Ultra Vixen 2 
Cyber Photographer 08/96 $39.99 Fuzz Buzzers 09/96 $29.99 Pyramid Maze 08/98 $39.99 Virtual Valerie 2 
Cyberpeep Nurse or Waitrs09/95 $19.99 _ Girlfriend Donna 12/96 $39.99 Racquel Released 02/94 $19.99 Virtually Yours 2 


RELEASE PRICE 
05/98 $39.99 
09/92 $19.99 
08/94 $8.99 
10/98 $48.99 
07/96 $27.99 
12/93 $15.99 
08/98 $28.99 
02/97 $28.99 
11/98 $47.99 
07/97 $21.99 
12/98 $44.99 
03/96 $19.99 
07/98 $44.99 
04/98 $19.99 
09/97 $38.99 
04/98 $39.99 
10/98 $48.99 
09/99 $48.99 
10/97 $19.99 
10/96 $29.99 
11/96 $22.99 
11/96 $33.99 
11/97 $24.99 
11/98 $43.99 
07/97 $29.99 
06/97 $39.99 
12/98 $46.99 
03/98 $16.99 
06/98 $46.99 
04/97 $19.99 
10/97 $39.99 
04/96 $19.99 


ea 


08/98 $19.99 
08/98 $17.99 
05/98 $17.99 
11/98 $46.99 
09/98 $39.99 
10/98 $46.99 
11/98 $46.99 
07/98 $27.99 
04/98 $39.99 
11/98 $26.99 
08/98 $39.99 
11/98 $39.99 
08/98 $42.99 
08/98 $18.99 
08/98 $18.99 
11/98 $39.99 
09/98 $35.99 
11/98 $36.99 
05/98 $45.99 


11/98 
01/99 
11/98 
09/98 
03/99 
09/98 
11/98 
08/98 
05/98 
10/98 
03/98 
08/98 
09/97 
07/95 
12/94 


$16.99 
$16.99 
$17.99 
$18.99 
$17.99 
$17.99 
$16.99 
$16.99 
$14.99 
$16.99 
$17.99 
$19.99 
$14.99 

$4.99 
$15.99 


12/97 
06/98 
11/97 
04/97 
12/97 


$17.99 
$23.99 
$16.99 
$15.99 
$14.99 


06/96 $29.99 
02/96 $19.99 
01/97 $49.99 
02/94 $19.99 
10/97 $42.99 
07/98 $42.99 
03/97 $42.99 
10/98 $42.99 
01/98 $42.99 
09/95 $34.99 
12/95 $39.99 
12/94 $29.99 
08/98 $39.99 
08/95 $32.99 
05/95 $38.99 


©1998 CHIPS & BITS, INC. 


New 
Releases 


Order 


Online 
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COMPUTER GAMES: WAR 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
101st Airborne in Normandy09/98$35.99 Close Combat 3 12/98 $48.99 Harpoon Classic 10/94 $12.99 Steel Panthers 3 11/97 $26.99 
Achtung Spitfire 09/97 $39.99 Combat Mission 05/99 $45.99 Line in the Sand 12/92 $9.99 Steel Panthers Arsenal 05/98 $36.99 
Aegis 04/94 $19.99 Custers Last Command 10/95 $28.99 Medieval 07/98 $32.99 Steel Pnthrs 2 Cmp 1 04/97 $14.99 
Afrika Korps 04/99 $42.99 D-Day Amer Invades 09/95 $34.99 Napoleon 1813 10/98 $42.99 Stil PnthersCmp1-2ea 08/96 $14.99 
Age of Sail 11/96 $29.99 Defend the Alamo 10/95 $19.99 Napoleon in Russia 05/97 $17.99 Storm in the West 04/98 $33.99 
Aide de Camp 2 01/98 $44.99 Dragons in the Mist 05/98 $23.99 North Vs. South 11/98 $37.99 TACOPS 98 02/99 $35.99 
Allied General 12/95 $19.99 Dragoon Bttle Pk 1 Kolin 09/98 $22.99 Oper Art War Ex Pk 1-2 ea09/98 $22.99 Tank Resistance 2024 05/99 $39.99 
American Civil War 06/96 $27.99 DragoonBPk2Prague 09/98 $22.99 Operation Crusader 07/95 $34.99 Third Reich 10/96 $29.99 
Banzai 04/91 $9.99 Dragoon B Pk 3 Zorndorf 09/98 $22.99 —Opertionl Art of War 06/98 $39.99 Tides of War 11/98 $26.99 
Battle of Britain 1940 12/98 $37.99 Dragoon BPk4Leuthen 10/98 $22.99 Over the Reich 11/96 $33.99 Tigers on Prowl 2 12/96 $41.99 
Battle of Bulge 03/99 $42.99 Dragoon Bttle Pk 5 Targau12/98 $22.99 Pacific General 07/97 $29.99 V Victory Bundle 11/95 $27.99 
Battlegrnd Antietam 11/96 $18.99 East Front 11/97 $39.99 Pacific General Budget 07/98 $9.99 V Victory Utah Bch 02/95 $9.99 
Battlegrnd Bulge 10/96 $19.99 East Front Camp 03/98 $19.99 Pacific Tide 09/98 $45.99  V Victory Veliky Luki 12/92 $8.99 
Battlegrnd Bull Run 05/97 $19.99 _ Fifth Fleet 12/94 $39.99 Panthers in Shadows 09/95 $41.99 War Along the Mohawk 09/98 $28.99 
Battlegrnd Gettysbrg 12/95 $18.99 Final Liberation 11/97 $28.99 Panzer General 2 10/97 $33.99 War Inc. 10/97 $29.99 
Battlegrnd Mid East 07/99 $42.99 Fleet Med 04/91 $19.99 Panzer General 3 03/99 $44.99 War in East Rostov 04/98 $24.99 
Battlegrnd Shiloh 07/96 $18.99 Flight Commander 2 01/95 $34.99  Panzerblitz 03/99 $42.99 War in Europe 09/98 $39.99 
Battlegrnd Waterloo 05/96 $18.99 Great Battles Caesar 03/98 $29.99 People's General 09/98 $42.99 Warinthe East: Crimea 04/98 $24.99 
Blitzkrieg 05/99 $39.99 Great Battls Alexndr 06/97 $34.99 Prelude to Waterloo 10/97 $19.99 Warinthe East: lzyum 04/98 $24.99 
Braveheart 02/99 $41.99 Great Bttles Hannibal 11/97 $29.99 Road to Moscow 02/99 $37.99 War in the East: Kiev 04/98 $24.99 
Broken Alliance 12/96 $23.99 Guadalcanal 04/99 $39.99 Semper Fi 02/98 $32.99 War in the East: Leningrad04/98 $24.99 
Civil War Generals 11/97 $46.99 Harpoon 2 06/94 $18.99 Sid Meier's Gettysbrg 10/97 $22.99 WargmeCS3w/Cmp1 06/97 $19.99 
Close Combat 07/96 $19.99 Harpoon 4 07/99 $46.99 Stalingrad 02/95 $29.99 West Front 10/98 $37.99 
Close Combat 2 11/97 $42.99 Harpoon 97 11/96 $29.99 Steel Panthers 2 11/96 $19.99 Zulu War 09/96 $29.99 

BOARD GAMES 
1830 RR & Rbbr Brons 12/94 $22.99 Britannia 12/94 $19.99 Harpoon Box Set 11/96 $42.99 Risk 03/96 $32.99 
4 Battles Anc. World 01/95 $21.99 Caesar: Gallic Wars 06/98 $45.99 History of the World 12/94 $27.99 Robo Rally 01/96 $36.99 
Across 5 Aprils 12/94 $23.99 Campaign to Stalingrd 01/95 $29.99 Hobbit Adventure 06/95 $32.99 Rocky Mntn Rails 05/96 $13.99 
Advanced Civilization 12/94 $28.99 Car Wars Deluxe 07/96 $21.99 Joan of Arc 08/98 $49.99 Samurai Swords 04/97 $39.99 
Advanced Squad Leader 12/94 $37.99 Circus Maximus 12/94 $11.99 Knightmare Chess 2 06/98 $13.99 Scrabble Dix 08/97 $39.99 
Advanced Third Reich 12/94 $38.99 Clue 05/98 $26.99 Krieg! 08/96 $36.99 Settlers of Catan 11/96 $29.99 
Age of Renaissance 12/96 $42.99 Colonial Diplomacy 01/95 $42.99 — Lionheart 10/97 $35.99 Silverton 08/98 $29.99 
Air Baron 07/96 $28.99 Cthulhu Cults Across Amer.09/98 $36.99 Midway 12/94 $19.99 Space Chess 3D 05/97 $34.99 
Airlines 08/98 $34.99 Deluxe Diplomacy 12/94 $41.99 Mississippi Queen 08/98 $34.99 Starship Troopers 03/96 $29.99 
Alamo 12/95 $16.99 Dinosaurs Lost World 01/95 $29.99 Monopoly Deluxe 05/98 $29.99  Stonewalls Last Battle 08/96 $25.99 
Alexander at Tyre 04/95 $18.99 Eagles Empire Friedin 09/95 $32.99 Monsters Ravage America08/98 $32.99 Tac Air 12/94 $24.99 
Ancient Empires 01/95 $29.99 Empire Builder 03/96 $28.99 Napoleon's Battles 12/94 $24.99 The New Acquire 06/95 $25.99 
Antietam Campaign 08/96 $25.99 Empire of Rising Sun 11/95 $41.99 On To Richmond 06/98 $34.99 Turning Pt Stalingrad 12/94 $19.99 
Awful Green Things 05/96 $17.99 Empires in Arms 12/94 $27.99 Over the Reich 12/94 $31.99 Typhoon! 1941 11/95 $37.99 
Axis & Allies 11/94 $42.99 Europe atWar2ndEd. 09/96 $41.99 Pax Britannica 12/94 $19.99 Victory in Europe 01/95 $14.99 
Battle for N Africa 03/97 $32.99  Eurorails 11/94 $24.99 Quebec 1759 09/95 $29.99 War To End All Wars 08/98 $17.99 
Battles Forgotten War 04/97 $41.99 For The People 08/98 $43.99 Raid on Richmond 05/95 $21.99 War of 1812 01/95 $34.99 
Battletech 4th Ed. 12/94 $21.99 Gettysburg 12/94 $15.99 Rail Baron 12/94 $22.99 Warhammer 40K 11/94 $59.99 
Bells of War 05/98 $42.99 Hallowed Ground 02/95 $42.99 Rebels & Redcoats tor 2 05/95 $25.99 We the People 12/94 $34.99 
Bitter Woods 08/98 $24.99 Hannibal 03/96 $33.99 Republic of Rome 12/94 $29.99 Wooden Ships Iron Men 12/94 $21.99 
PLAYSTATION @ | NINTENDO 64 
Apocalypse 11/98 $39.99 Knockout Kings 11/98 $42.99 Bomberman Hero 09/98 $52.99 Mission Impossible 08/98 $64.99 
Armored Core Proj Phan 10/98 $36.99 Legacy Kain Soul Reavr 01/99 $46.99 Buck Bumble 10/98 $62.99 NASCAR 99 09/98 $54.99 
Battleship 10/98 $39.99 Lunar Silver Star Story 12/98 $46.99 Castlevania 64 02/99 $56.99 NBA Live 99 11/98 $54.99 
Brave Fencer Musashi 11/98 $46.99 Metal Gear Solid 10/98 $49.99  Cruis'n the World 10/98 $52.99 NFL QB Club 99 10/98 $64.99 
Brigandine 11/98 $44.99 NASCAR 99 09/98 $42.99 Extreme G2 10/98 $64.99 NHL Breakaway 99 11/98 $54.99 
Bushido Blade 2 10/98 $42.99 NBA Live 99 11/98 $42.99 F-Zero 64 11/98 $52.99 Penny Racers 01/99 $52.99 
C&C Red Alert Retal 09/98 $46.99 NHL Hockey 99 09/98 $42.99 FIFA Soccer 99 12/98 $54.99 Perfect Dark 02/99 $62.99 
Clock Tower 2 11/98 $42.99 OddWorld Abe's Exodus 10/98 $44.99 Fighting Force 64 10/98 $59.99 Road Rash 64 01/99 $66.99 
Colony Wars 2 Vengeance 11/98 $41.99 Resident Evil 3 12/98 $51.99 GT Racing 09/98 $55.99 Roadsters 98 11/98 $66.99 
Crash Bandicoot Warped 11/98 $42.99  Silhoutte Mirage 01/99 $43.99 Legend Mystical Ninja 64 06/98 $59.99 Snowboard Kids 2 02/99 $56.99 
Duke Nukem Time Kill 10/98 $44.99 Thrill Kill 10/98 $46.99 Legend River King 02/99 $54.99 Star Wars:Rogue Squad 12/98 $64.99 
FIFA Soccer 99 11/98 $39.99 Tomb Raider 3 11/98 $49.99 Legend of Zelda 11/98 $64.99 Top Gear Overdrive 11/98 $54.99 
Fifth Element 10/98 $39.99 Uprising X 12/98 $42.99 Madden Football 99 09/98 $53.99 Turok Dinosaur Hunter 2 10/98 $64.99 
Kagero:Deception 2 10/98 $43.99 Xenogears 10/98 $46.99 Micro Machines 11/98 $52.99 WCW/NWO Revenge 10/98 $64.99 
COMPUTER GAMES: BUNDLES | COMPUTER GAMES: ARCADE 
AA Sport Series 6 Pack 09/98 $39.99 F-16/ MiG 29 Bundle 09/98 $44.99 3D UltraNASCAR PBall 11/98 $44.99 Guns & Ammo 10/98 $19.99 
Action Hall of Fame 11/98 $35.99 Gabriel Knight Coll Ed 09/98 $36.99 Asteroids 11/98 $35.99 House of the Dead 09/98 $39.99 
Adrenaline Archive 10/98 $29.99 Great Battls Sries CE 10/98 $37.99 Beavs & Btthd Bhlein1 12/98 $16.99 MS Pinball Arcade 11/98 $33.99 
Ages of Myst 10/98 $49.99 Longbow Anthology 08/98 $37.99 Centipede 10/98 $37.99 Pnky & Brns Wrid Cngst 11/98 $39.99 
Archives 4 09/98 $39.99 Might & Magic Comp 11/98 $29.99  Choplifter 12/98 $44.99 Pro Pinball Big Race USA 11/98 $29.99 
C&C RADominatn Pk 10/97 $39.99 TotAnnihiltn Comm Pk 11/98 $46.99 Earthworm Jim 3D 12/98 $37.99 Rogue Squadron 11/98 $46.99 
Conquer the Skies 10/97 $19.99 Ultimate Wizardry Archives09/98 $26.99 Enemy Infestation 10/98 $39.99  Tellurian Defender 09/98 $26.99 
Conquer the Universe 04/97 $19.99 You Dn't Knw Irrvrnt Coll 11/98 $42.99 Get Medieval 09/98 $34.99 WCW Nitro 12/98 $39.99 
COMPUTER GAMES: TRADITIONAL ( 

Boardgames Unlimited 09/98 $39.99 Marble Drop 09/98 $14.99 [=p E GAM 3 0) \ F le e rv 
Catz 3 09/98 $29.99 Mastermind 09/98 $19.99 - . 
Chessmaster 6000 09/98 $35.99 Monopoly World Cup 06/98 $28.99 Spend the specified amount on any in-stock software and choose one free 
Maaiiaain 10/98 $12.99 Outburst 09/98 $37.99 IBM game from the corresponding list. Request must be made at time of 

Sei order. Offer good on in-stock software only, while supplies last. Limit 2 per 
Clue: Murder Boddy Mnsn 09/98 $27.99 Relativity 11/98 $39.99 | eystomer. Valid through 12/09/98. 
Cosmo Virtual Makeover 08/98 $34.99 Slingo 09/98 $19.99 
Cosmo Vrtl Mkeovr Coll 11/98 $39.99 Smart Games 3 09/98 $27.99 |SPEND $60 
Dogz 3 09/98 $29.99  Solitaires Dix W98 11/98 $35.99 |British Open Golf CD, Fable CD, Nemesis CD, Star Trek Omnipedia CD 
Game of Life 09/98 $27.99 Star Trk Strshp Creatr 09/98 $27.99 SPEND $100 
Head Rush 09/98 $28.99 Star Wars Behind Magic 09/98 $42.99 | Gym eriudas CD, Empire 2 CD, Falcon 3.0 CD, Ravenloft Bundle CD 
Hoyle Classic Board Gmes 10/98 $29.99 Star Wars Mill Ficn Plyset 11/98 $44.99 
Isle of Four Winds 06/99 $36.99 Stratego 11/98 $27.99 |SPEND $200 
Jeopardy by Hasbro 10/98 $27.99 Wheel of Fortune Hasbro 09/98 $27.99 |ATF Gold CD, Red Baron/A10 CD ,Star Trek Generations CD, 
LEGO MindStorms 11/98 $149.99 You Don't Know Jack 4 11/98 $39.99 |Wizardry Gold CD 
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“per order’ charge is charged once per order placed, the “per item" charge is charged once oar = Mail 
for each item ordered and the "per shipment’ charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Strategy Plus. Call for details. 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 
applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 


Standard Priority Express Express _— Mail To Mail To 
U.S. Mail Canada The World 
7:10 Days 2-3 Days 2 Day 1 Day 4-7 Days 7-14 Days 
Per Order $100 $200, $2.00 «$2.00 $2.00 $2.00 | 
Per Shipment $1.25 $1.00 $5.00 $13.00 $2.00 $2.00 | 
Per Item $0.75 $1.00 $1.00 $2.00 $2.00 $6.00 al 


‘SIMCITY 3000’ 
Immerse yourself in a } 
total 3D environment 
with hundreds of new 
buildings to choose by 
from and sophisticat- q 
ed microsimulators fS- 
allowing for detailed 
control over business 
and other facilities. 
Your city comes to life 
with bustling traffic, 3- 
D rendered buildings, 
& even SimCitizens. 
Tackle unexpected dis- 
asters & urban mis- 
sions. 


Maxis (Strategy) 
Release: 10/98 


‘WEST FRONT’ is a fast paced, 
platoon-level game of WWII tacti- 
cal combat. Play in Campaign, ran- 
= dom battle, or preset scenario for- 
By mat. New mission types & charac- 
Sy ter promotions, new terrain fea- 
aa tures, 50 new scenarios, 8 new 
Campaign games, & 16 player 
Internet/LAN mode. Full-function 
map & scenario editors let you 
=m create battles from a database of 
=) 500 equipment & unit types. 

Talonsoft (War 

Release: 10/9 
PC CD 


‘FINAL FANTASY VII An innova- 
tive role-playing game featuring 
seamless 3D gameplay and ani- 
mation. Rather than learning 
spells, characters find & buy gems 
which are mounted on weapons or 
| armor, giving spell-like power. 
~_| Hundreds of pre-rendered, com- 
’ puter-generated backgrounds and 
“| real-time battles, map screens, 
and complex engrossing storyline. 


Eidos (Roleplaying) 
Release: NOW 
PC CD 


‘BALDUR’S GATE’ is set in the 
Forgotten Realms campaign 
world. It features a transparent 
interface and gameplay that uses a 
real-time modification of the 
Advanced Dungeon & Dragons 
rules system. Over 60 monsters to 
fight; you control a party of six, 
each with unique abilities and per- 
sonas. 5 CDs are filled with pre- 
rendered backgrounds, com- 
pelling music, and gameplay! 
Interplay (Roleplaying 
Release: 11/9 

PC CD 


Wings, Y-Wings, A-Wings, & V- 
“x Wings against TIE Fighters, AT-ATs 
we & AT-STs. Many missions ranging 
mess from rescue to reconnaissance, 
iidogfights to search & destroy. 
Explore the planets Kessel, 
Tatooine & Mon-Calamari. Multi- 
Objective missions & precise con- 
s trol make this game stand out. 

Lucas Arts (Simulation) 


N64 12/98 


PCCD 11/98 


‘LUNAR SILVER STAR’ Join Alex 
as he begins a quest to save the 
land from the crushing advance of 
the Magic Emperor. Explore dun- 
geons, fight monsters, & gather 
information as you advance 
toward the explosive confronta- 
tion with the Emperor himself! 
Features menu-driven combat & 
over 45 minutes of awesome ani- 
mation sequences! 
Working Designs 
(Roleplaying) 
Release: 12/98 
PSX 


SPlus1298p94 


Retail Blues 
| wanted to respond to your request for input 
on your article entitled, “The Walking, Talking 
Retail Blues” in your November 1998 issue 
[CGS+ 96]. | absolutely /oved it! It was an 
excellent piece of investigative reporting and 
| hope that you guys publish more stories 
like this. 
| know that your bread and butter has to be 

reviews and previews of new games, but | have 
been observing the transformation of your 
magazine over the past few months and | really 
appreciate the effort you have undertaken to 
include stuff that the other magazines won't 
touch. The above article is a perfect example of 
this. Please continue to publish articles like 
“Retail Blues.” 

Stephen R. Thompson 

Valley Cottage, NY 


| always thought retailers stocked games 
because they were expected to big hits. Boy 
was | wrong! Keep up the good work. Please 
publish more articles on how the industry 
works. 
Michael Hawash 
Via Internet 


| think this was one of the most interesting arti- 
cles I've read in any game magazine. It was a 
great change of pace from the typical coverage 
of up and coming games and technology. | def- 
initely think you should have more articles like 
this about the industry every month. 
Shaun 
Via Internet 


Admit your errors and move on 
Thank you for admitting you were wrong in 
showing us pictures of the end of Unreal 
[Rebound, CGS+ 96]. I’m just happy to see that 
you guys realized you messed up and apolo- 
gized for it. Something like this happened a 
while ago in another PC gaming magazine, and 
they just said they did it because that was the 
best part of the game. 

Daron Hume 

Via Internet 


Enough with the wrestling 

You stated that professional wrestling is 
“choreographed and scripted before the match 
begins” [Rebound, CGS+ 96]. | hate to inform 


you but you are slightly wrong. | have a friend 
who is a professional wrestler and the matches 
aren't choreographed. It is true that the victor 
is decided long before the match occurs but 
what happens during the match is made up on 
the spot. 
Also | am a big wrestling fan and we really 
are moonshine drinking hicks. 
Greg Manke 
Via Internet 


There you go. You learn something new every 
day. About the choreographed matches, that is. 
Not the part about hicks. We still don’t believe 
that. -ed 


And | ran, | ran so far away 
What's with the crack on ‘80s music and movies 
[Interstate ‘82 First Look, CGS+ 96]? | happen to 
like Duran Duran, and | consider them the best 
band of the era. (Yes, Flock of Seagulls did suck). 
While no band in my eyes are as good as your 
basic Rush, Zeppelin or Yes, they still were very 
good at the style of music they played. 

Robert Holmes 

Via Internet 


“Her name is Rio, and she dances on the sand, just 
like that river twisting through that dusty land...” 
—ed 


Review reviews 

| want to compliment you on Robert Mayer's 
excellent review of MechCommander [CGS+ 95]. 
His review was an excellent mix of information, 
criticism, and recommendations for improve- 
ment. Well done. In fact, | must compliment 
you in general over the vast improvement in 
your reviews. | have been critical of them in the 
past, bust | must say that they are now the 
best. Keep up the good work and take good 
care of Mr. Mayer. 

By the way, | always use the “mineeye- 
shaveseentheglory” cheat at the beginning of 
each mission, to allow me to see the whole 
battle field. | personally love the game, and 
have played it over a dozen times, using differ- 
ent strategies, such as not using any salvaged 
Clan mechs. 

Fred G. Brooks 
Via Internet 


| must thank the editor for his review of Final 


Fantasy VII [CGS+ 95]. It was a beautifully writ- 
ten article and really did explain all the good 
and bad points of the game. 
Steven Maglio 
Via Internet 


Ranting on the rants 
Your “Incoherent Rant of the Month’ is very 
funny. | find myself turning to the back of the 
magazine first thing each month to catch the 
latest (as well as the other mail). 
Matt Lee 
Via Internet 


| would just like to say that your magazine is 
great. And ed is great. He/She makes great 
remarks to crazed people. 
Brian DeLong 
Via Internet 


I'll start off by saying that you really have a fine 
magazine, excellent reviews, and great articles. 
But... there is one part of your fine magazine 
that never fails to annoy me. 
Every month, as | creep into the final 
pages of the magazine, | am confronted with 
the very section | am writing to, Rebound. | 
like reading letters, but the lame-brain 
responses are what kills me. People write in 
serious letters and the infamous ed has a 
“witty” response for each one. | agree that 
some letters are really stupid, but why pub- 
lish them? | admit | have chuckled a time or 
two reading the responses, but more often 
than not, | see them as the edster’s opportu- 
nity to show off his divine gifts of wit and 
sarcasm. Other than that, great mag! Keep up 
the good work! 
Sam E. 
Via Internet 


Guilty as charged. And that's Mr. ed to you. -ed 


Incoherent, uh, request of the month 
You should have pics of Tomb Raider II/ all over 
the next issue. Make Lara horny and sexy. Send 
me the horny pics too. Pleeeeeeeeeeeeeeeeee- 
eeeeeeeeeeeeeeeeeeeeease. If you don't, | 
won't subscribe again. 
Allen Tai 
Via Internet 


Huh, huh, he said “horny.” -ed 
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Speakin' of requirements. 
In Gangsters, the only thing 
youre required to do is accu- 
mulate a pile of cash that 


would make Capone envious. 
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And you'll need to be flexible 


on your spending habits. 


2 Blonde babes. Fine whiskey. 
Bullets for former friends. 


So many choices... 


* In-depth strategic planning and 
real-time tactical gameplay 
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Control a huge empire with over 
5,000 citizens and 400 gangsters 


* Modem, LAN, and WAN multi- 


player connection for up to 
four players 


From the makers of X-com'™ 
and Civilization ™ 


Expect a hit! 


www.eidosinteractive.com A mobster sim. 
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Ne radar. 
Ne missiles. 
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No compromise in accuracy. You'll fly the best 
fighters of WWII, including the P-51D Mus 
Spitfire Mk IX, and the German Me 262. 


Just you. Your P-47D Thunderbolt. And Jerry Bf109G's coming up on your six. Experience real dogfights in 
the battle of the Ardennes over WWII Belgium. Where there's nothing between you and the enemy except 
your skill — and about a hundred yards of sky. Jump into the cockpit of one of 7 different WWII Allied or Axis 
fighter planes, recreated with the detail only Jane’s® can offer. And everything is historically accurate, 
with amazing graphics including 13 planes, realistic flak — even ground troops. Jane's WWII Fighters. 
It's true seat-of-your-pants flight sim thrills. Where you make all the decisions. No excuses — and no turning back. 


We Build Sims By The Book and Electronic Arts are trademarks or registered trademarks of Electronic Arts in the U.S. and/or other countries. Jane’s® is a registered trademark of Jane's 
Information Group, LTD. Jane's Combat Simulations is an Electronic Arts® Brand. Photograph by John M. Dibbs. 


No computerized instruments here. The cockpit 
features a lifelike panel you can actually read 
as the view pans to track your airborne rival 
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COMBAT SIMULATIONS 


We Build Sims By The Book 
www. janes.ea.com 
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